

























































4 3 4  2   2 2                
 ⇓    ⇓   2   2  2 ⇒    2   2 






















 4 6 3 5   2 2






 4 6 3 5  ⇒   6  5  or 4  3  






















 ○ ○    4 4                      
4 6 3 5   6 6   4 6 3  ⇒  6    2 2  ⇒ 2    
4 6 3 5  ○ 3 3 ○  4 6 3    4  3   4 4     4   
 ○ ○                          
２）同数２列並びの同形対 
 同じ並び方向と長さをもつ同数２列並びの同形対として、つぎの３タイプがある。 
 【順対】             【逆対】             【３角対】 
 3 2       3 4  3 2     4 3  3 2      3 4 
 3 2       3 4  3 2     4 3  3 2      3 4 
                          
                          
                      3 6 
 特殊なものとして、つぎも含める：      3 6 
 【順対】             【逆対】             【３角対】 
 1 2       1 2  1 2     2 1  1 2      1 2 
 3 4       3 4  3 4     4 3  3 4      3 4 
                          
                          
                      1 2 





       ＊－黒化角マス対（1） 
   2           3   or 3             3 
 3               4   2          4   

















 4 2  1 4 6 3    4 6 3  4 6 1 5
 4 1  5 4 6 3    4 2 3  4 6 3 5










 4 6 1  ⇒ 4 6 1    4 6 3  ⇒ 4 ○ 3  4 6 3 ⇒ 4 ○ 3 
  4 6 5    4 6 ○      4 2 3    4 2 3  4 2 3  4 2 3 
                                
                              
 4 2  ⇒ 4 2    4 2   ⇒  4 ○    4 2  ⇒ 4 ○  
 4 1   4 ○     4 1      4 1    4 1    4 1   
                              
 
 3 1  ⇒  3 1







（例６）     作用マス                 作用マス 
 4 6 3      4 6 3    6 3  
 4 6 3 1 5 3   4 6 3 1   6 3 1
     5 3      5 5    5 5





  6 3   6 3             
  6 3 1  ⇒ 6 3 ○   3 1 ⇒ 3 ○   





  【順対】              【逆対】               【直交対】 
 4 6   4 6   4 6 6 4   4 6 
                    
                    


























                      
      5  3    3   5 5  5    
                 ⇒    
  5   5  3        5 5   5   




                          
                           
                                 
                                      
                         
 また、つぎの２つを準ダイヤ形閉じ輪という。 
                 
     2 2
  3 3    
［命題20］つぎの場合、数字１のマスは白マスとなる。 
                         
 5  1 5 5 1 5   1 2 1 2 





      5  5        
          2  2 5 5  5 
















   1  
  2 2  3 3 6 6
 7 8 8 1  9 9 7
  4 4  5 5




































       3         5     
    2                   
         3              
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                                    並行マス 
               
  3 3 4 4 4  
   
  5 5 1 1 1  
               

























 ①   K   ②  
   3 5 5 3    1 2 3 4 5 A
   3 5 5 3    1 2 3 4 5 B
        












    K    W  
    5  5  K   
     3 3  2  2 3 3  






 3 3 ⇒ 3 ・   3  3   3  ・  ・ 3 3 ⇒ ・ 3 3 
 ・   ・        ⇒       2 2   ・ 2 





 １）Aの黒化マス輪が、W の輪接続可能マス群のAと異なるマスを含めば、Aは白マスとなる。 
 ２）W が辺接触黒マス輪で、Aの黒化マス輪が辺接続可能なら、Aは白マスとなる。 
（注意）これは無条件では成り立たない。例えば、つぎのケースのAがそれにあたる 
（W は黒マス輪を表す）。 
①   ②    ③    ④    ⑤     
 A 3    3    W 3 3 W  A   
3  3   4  A  3      
     4 3 A    3 A 3  3    













       ① Cは辺接続可能      ② P,Qは共にWによる半黒マス 
  C  P
 A  Q  C
  B  A

























  ２）手法のレベルの高低は、 
 ① 解法の基本となる手法をレベル１とし、 







     手法の名称 手法の内容 難易レベル 
FIRSTCLUE 基本手法（命題2） レベル１ 
SIKUROMSSYORI 基本手法（命題1） 〃 
BANBUNDAN 基本手法（命題3,4） 〃 
DAIYATOJIWA 基本手法（命題2） 〃 
KADOTWONB 命題7 2) 〃 
TWONB2BUNDAN 命題6 〃 
DYTJSRHASEI 命題12,14 レベル２ 
TWONBSRHASEI 命題7 2) 〃 
PRKUMIKTSYORI 命題15 〃 
HENSESYOBDAN 命題11,13,18 〃 
DOSU3KAKUBDAN 命題18 〃 
KRSUSUMESYORI1 命題38 〃 
KAKUDAILIST1 辺接触黒マス輪の拡大 〃 
DAIYAKTSYORI 命題14,20,21 レベル３ 
KRMSTOBIDASI 命題16 〃 
KUZURETWONB 命題11 〃 
DOSUKOSIBDAN 命題18 〃 
PAIR2KUMI 命題17 〃 
KRSUSUMESYORI2 命題39 〃 
KAKUDAILIST2 辺接触黒マス輪の拡大 〃 
HGDAIYATOJIWA 命題22 〃 
BYPASSSYORI 命題23,24 〃 
HGPAIR2KUMI 命題9 〃 
HGSUSUMESYORI 命題40 〃 
DOKEI3KUMINB 命題30,31 〃 
HGTWONBLIST 命題32,33,34 〃 
SPECIALIST 命題35,36,41 〃 
MUJYUNSYORI 矛盾処理 〃 
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４．レベルを計算するプログラム 
REM  **  HITORI  ** 
' --   kansu_sengen   -- 
DEF FND1(X)=(X MOD 4)+1 
DEF FND2(X)=((X+1) MOD 4)+1 
DEF FND3(X)=((X+2) MOD 4)+1 






DIM GLT(20,2),BC(2),QB(20),HQ(4),M(20),MD(4),PT(4),PY(4), N(20) 
DIM ZT(4),ZY(4),HT(4),HY(4),KDT(4),KDY(4),SM$(20) 
' --  syoki_settei(1)  -- 
FOR I=1 TO 4: READ ZT(I),ZY(I): NEXT I 
DATA -1,0, 0,1, 1,0, 0,-1 
FOR I=1 TO 4: READ HT(I),HY(I): NEXT I 
DATA -1,1, 1,1, 1,-1, -1,-1 
FOR I=1 TO 20: READ SM$(I): NEXT I 
DATA 1,2,3,4,5,6,7,8,9,A,B,C,D,E,F,G,H,I,J,K 
' --  data_yomi  -- 
GOSUB *DATAYOMI 




' -- special-haiti_sakusei -- 
GOSUB *TWONBLIST: GOSUB *HENTWONBLIST 
GOSUB *DOKENBLIST 
' --    start        -- 
LEVEL=1 
FKAN=0: UPPOINT=0: KAISYORI=1: JN=2 
WHILE  KAISYORI=1 
 KAISYORI=0 
 ' H(),CH()-syokika 
 FOR I=1 TO GN:FOR J=1 TO GN: H(I,J)=0 : NEXT J,I 
 FOR I=1 TO GN:FOR J=1 TO GN: CH(I,J)=0: NEXT J,I 
 ' first_clue 




 FKZ=1:  FMU=0 
 WHILE FKZ=1 
  FKZ=0: FKAKUDAI1=0:FKAKUDAI2=0:FKAKUDAI3=0 
  ' 
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  if FKZ=0 then GOSUB *SIKUROMSSYORI 
  if FKZ=0 then GOSUB *DAIYASR 
  if FKZ=0 then KAKUDAITYPE=0:GOSUB *KURONBLIST 
  *KAKUDAIMODOSI 
  ' 
  if FKZ=0 then GOSUB *BANBUNDAN 
  if FKZ=0 then GOSUB *DAIYATOJIWA 
  if LEVEL=1 then 
   if FKZ=0 then GOSUB *KADOTWONB 
   if FKZ=0 then GOSUB *TWONB2BUNDAN 
  end if 
  if LEVEL>=2 then 
   if FKZ=0 then GOSUB *DYTJSRHASEI 
   if FKZ=0 then GOSUB *TWONBSRHASEI 
   if FKZ=0 then GOSUB *PRKUMIKTSYORI 
   if FKZ=0 then GOSUB *HENSESYOBDAN 
   if FKZ=0 then GOSUB *DOSU3KAKUBDAN 
   if FKZ=0 then HGTY=0:GOSUB *KRSUSUMESYORI1 
   if (FKZ=0)AND(FKAKUDAI1=0) then 
    JYA=0 
    GOSUB *KAKUDAILIST1 
    FKAKUDAI1=1: GOTO *KAKUDAIMODOSI 
   end if 
  end if 
  if LEVEL=3 then 
   if FKZ=0 then GOSUB *DAIYAKTSYORI 
   if FKZ=0 then GOSUB *KRMSTOBIDASI 
   if FKZ=0 then GOSUB *KUZURETWONB 
   if FKZ=0 then GOSUB *DOSUKOSIBDAN 
   if FKZ=0 then GOSUB *PAIR2KUMI 
   if FKZ=0 then HGTY=0:GOSUB *KRSUSUMESYORI2 
   if (FKZ=0)AND(FKAKUDAI2=0) then 
    GOSUB *KAKUDAILIST2 
    if FKZ=0 then FKAKUDAI2=1: GOTO *KAKUDAIMODOSI 
   end if 
   if FKZ=0 then GOSUB *HGDAIYATOJIWA 
   if (FKZ=0)AND(FKAKUDAI3=0) then GOSUB *BYPASSSYORI 
   if FKZ=0 then GOSUB *DOKETWONBSYO 
   if FKZ=0 then HGTY=1:GOSUB *HGSUSUMESYORI 
   if (FKZ=0)AND(FKAKUDAI3=0) then 
    GOSUB *KAKUDAILIST3 
    if FKZ=0 then FKAKUDAI3=1: GOTO *KNBSYNBMODOSI 
   end if 
  end if 
 WEND 
 ' -- kansei_hantei -- 
 GOSUB *AKIMASUSU 
 if (FMUSY=0)and(AKIMN=0) then FKAN=1:GOTO *KANS 
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 ' -- mujyun_ari-check -- 
 if (FMUSY=1)and(FMU=0) then 
  GOSUB *MUARICH 
  if (AKIMN=0)and(FMU=0) then FKAN=1:GOTO *KANS 
 end if 
 ' --   mujyun_syori   -- 
 if ((LEVEL=2)and(AKIHIRITU<0.05))or(LEVEL=3) then 
  GOSUB *MUJYUNSYORI 
  if FMSTOP=0 then *MUSYOMODOSI 
 end if 
 ' -- LEVEL_up -- 
 if LEVEL<3 then LEVEL=LEVEL+1: KAISYORI=1 
WEND 
*KANS 
' --  LEVEL_hyoji   -- 
' LEVEL_up 
if (LEVEL<=2)and(UPPOINT>=TOTALUPPOINT) then LEVEL=LEVEL+1 




  OPEN "HRprob.dat" FOR INPUT AS #1 
  ' 
  INPUT #1,GN 
  FOR T=1 TO GN: FOR Y=1 TO GN 
    INPUT #1,I$: D$(T,Y)=I$ 
  NEXT Y,T 
  RETURN 
  :: 
*TWONBLIST 
  FOR I=1 TO GN:FOR J=1 TO GN: CHSYO(I,J)=0: NEXT J,I 
  ' 
  TWONBN=0 
  FOR T=1 TO GN-1:FOR Y=1 TO GN-1 
   if CHSYO(T,Y)=0 then 
    FOR TY=1 TO 2 
     if TY=1 then D1=2:D2=3 else D1=3:D2=2 
     ' -- two_narabi -- 
     TWOLG=0:DM=D1:ST=T:SY=Y: PT=T+ZT(D2):PY=Y+ZY(D2):GOSUB *ITNARABI 
     if TWOLG>=2 then 
      TWONBN=TWONBN+1: TWONBLT(TWONBN,0)=TY:TWONBLT(TWONBN,1)=T 
      TWONBLT(TWONBN,2)=Y:TWONBLT(TWONBN,3)=TWOLG 
      ' CHSYO()=1_ka 
      PT=T+ZT(D2):PY=Y+ZY(D2) 
      FOR I9=0 TO TWOLG-1 
       CHSYO(T+I9*ZT(D1),Y+I9*ZY(D1))=1:CHSYO(PT+I9*ZT(D1),PY+I9*ZY(D1))=1 
      NEXT I9 
      EXIT FOR 
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     end if 
    NEXT TY 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
  *ITNARABI 
    ' -- par. TWOLG, DM,ST,SY,PT,PY -- 
    WHILE (D$(ST,SY)=D$(PT,PY))and((1<=ST)and(ST<=GN)and(1<=SY)and(SY<=GN)) 
     TWOLG=TWOLG+1 
     ST=ST+ZT(DM):SY=SY+ZY(DM): PT=PT+ZT(DM):PY=PY+ZY(DM) 
    WEND 
    RETURN 
    :: 
  *ITNARABI2 
    ' -- par. TWOLG, DM,ST,SY,PT,PY -- 
    GOSUB *ITNARABI 
    if TWOLG=0 then 
     A$=D$(ST,SY):B$=D$(PT,PY) 
     WHILE 
(D$(ST,SY)=A$)AND(D$(PT,PY)=B$)AND((1<=ST)AND(ST<=GN)AND(1<=SY)AND(SY<=GN)) 
      TWOLG=TWOLG+1 
      ST=ST+ZT(DM):SY=SY+ZY(DM): PT=PT+ZT(DM):PY=PY+ZY(DM) 
     WEND 
    end if 
    RETURN 
    :: 
*HENTWONBLIST 
  HTWONBN=0 
  FOR W=1 TO TWONBN 
   TY=TWONBLT(W,0):T=TWONBLT(W,1):Y=TWONBLT(W,2):TWOLG=TWONBLT(W,3) 
   if TY=1 then D1=2:D2=3 else D1=3:D2=2 
   C(2,1)=T+(TWOLG-1)*ZT(D1):C(2,2)=Y+(TWOLG-1)*ZY(D1): 
   C(3,1)=T+ZT(D2):C(3,2)=Y+ZY(D2) 
   C(1,1)=T:C(1,2)=Y:C(4,1)=C(3,1)+(TWOLG-1)*ZT(D1):C(4,2)=C(3,2)+(TWOLG-1)*ZY(D1) 
   if (T=1)OR(Y=1)OR(C(4,1)=GN)OR(C(4,2)=GN) then 
    HTWONBN=HTWONBN+1: HTNLT(HTWONBN,0,1)=W 
    if T=1 then HTNLT(HTWONBN,0,0)=3 
    if Y=1 then HTNLT(HTWONBN,0,0)=2 
    if C(4,1)=GN then HTNLT(HTWONBN,0,0)=1 
    if C(4,2)=GN then HTNLT(HTWONBN,0,0)=4 
    BN=0 
    FOR I4=1 TO 4 
     CT=C(I4,1):CY=C(I4,2) 
     if (CT<>1)AND(CT<>GN)AND(CY<>1)AND(CY<>GN) then 
      BN=BN+1: HTNLT(HTWONBN,BN,1)=CT:HTNLT(HTWONBN,BN,2)=CY 
     end if 
    NEXT I4 
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   end if 
  NEXT W 
  RETURN 
  :: 
*DOKENBLIST 
  DKTWON=0: PRKMN=0 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
   GOSUB *ITISU 
   if MAXSU>=2 then 
    FOR IR=1 TO GN-3:FOR JR=IR+2 TO GN-1 
     if TY=1 then 
      A1T=IG:A1Y=IR:A2T=IG:A2Y=IR+1:B1T=IG:B1Y=JR:B2T=IG:B2Y=JR+1 
      C1T=IG+1:C1Y=IR:C2T=IG+1:C2Y=IR+1:D1T=IG+1:D1Y=JR:D2T=IG+1:D2Y=JR+1 
     else     ' TY=2 
      A1T=IR:A1Y=IG:A2T=IR+1:A2Y=IG:B1T=JR:B1Y=IG:B2T=JR+1:B2Y=IG 
      C1T=IR:C1Y=IG+1:C2T=IR+1:C2Y=IG+1:D1T=JR:D1Y=IG+1:D2T=JR+1:D2Y=IG+1 
     end if 
     A1$=D$(A1T,A1Y):A2$=D$(A2T,A2Y):B1$=D$(B1T,B1Y):B2$=D$(B2T,B2Y) 
     C1$=D$(C1T,C1Y):C2$=D$(C2T,C2Y):D1$=D$(D1T,D1Y):D2$=D$(D2T,D2Y) 
     if A1$<>A2$ then 
      ' --  DKTWOLT()_sakusei  -- 
      if (A1$=C1$)and(A2$=C2$)and(B1$=D1$)and(B2$=D2$) then 
      if ((A1$=B1$)or(A2$=B2$))or((A1$=B2$)or(A2$=B1$)) then 
       if (A1$=B1$)or(A2$=B2$) then DKTY=1 else DKTY=2 
       DKTWON=DKTWON+1: DKTWOLT(DKTWON,0)=TY:DKTWOLT(DKTWON,5)=DKTY 
       DKTWOLT(DKTWON,1)=A1T:DKTWOLT(DKTWON,2)=A1Y 
       DKTWOLT(DKTWON,3)=B1T:DKTWOLT(DKTWON,4)=B1Y 
      end if 
      end if 
      if A1$<>C1$ then 
       DKTY=0: ' special_case 
       if (A1$=B1$)and(A2$=B2$)and(C1$=D1$)and(C2$=D2$) then DKTY=1 
       if (A1$=B2$)and(A2$=B1$)and(C1$=D2$)and(C2$=D1$) then DKTY=2 
       if DKTY>=1 then 
       DKTWON=DKTWON+1: DKTWOLT(DKTWON,0)=TY:DKTWOLT(DKTWON,5)=DKTY 
        DKTWOLT(DKTWON,1)=A1T:DKTWOLT(DKTWON,2)=A1Y 
        DKTWOLT(DKTWON,3)=B1T:DKTWOLT(DKTWON,4)=B1Y 
       end if 
      end if 
      ' --  PRKMLT()_sakusei  -- 
      if ((A1$=B1$)and(A2$=B2$))or((A1$=B2$)and(A2$=B1$)) then 
       PRKMN=PRKMN+1: PRKMLT(PRKMN,0)=TY 
       PRKMLT(PRKMN,1)=A1T:PRKMLT(PRKMN,2)=A1Y 
       PRKMLT(PRKMN,3)=B1T:PRKMLT(PRKMN,4)=B1Y 
      end if 
     end if 
    NEXT JR,IR 
   end if 
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  NEXT IG,TY 
  RETURN 
  :: 
*SOTOWAKUTI 
  ' -- par. ATI -- 
  FOR SWI=0 TO GN+1: H(SWI,0)=ATI:H(SWI,GN+1)=ATI: NEXT SWI 
  FOR SWJ=1 TO GN:   H(0,SWJ)=ATI:H(GN+1,SWJ)=ATI: NEXT SWJ 
  RETURN 
  :: 
*FIRSTCLUE 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   KJ$=D$(T,Y): T1=T+1:T2=T+2:Y1=Y+1:Y2=Y+2 
   ' case_A( A-siro-A ) 
   if (D$(T,Y2)=KJ$)AND(H(T,Y1)=0) then H(T,Y1)=-1:CH(T,Y1)=1 
   if (D$(T2,Y)=KJ$)AND(H(T1,Y)=0) then H(T1,Y)=-1:CH(T1,Y)=1 
   ' case_B( 2-narabi + hanare_masu ) 
   if (D$(T,Y1)=KJ$)AND(H(T,Y)=0) then JY1=Y:JY2=Y1:GOSUB *YOKO1TORI 
   if (D$(T1,Y)=KJ$)AND(H(T,Y)=0) then JT1=T:JT2=T1:GOSUB *TATE1TORI 
  NEXT Y,T 
  RETURN 
  :: 
  *YOKO1TORI 
    ' -- par. T,KJ$,JY1,JY2, JN (JY3) -- 
    FOR RY=1 TO GN 
     if (D$(T,RY)=KJ$)AND(RY<>JY1)AND(RY<>JY2)AND(H(T,RY)=0) then 
      if (JN=2)OR((JN=3)AND(RY<>JY3)) then H(T,RY)=1:CH(T,RY)=1:FKZ=1 
     end if 
    NEXT RY 
    RETURN 
    :: 
  *TATE1TORI 
    ' -- par. Y,KJ$,JT1,JT2, JN (JT3) -- 
    FOR RT=1 TO GN 
     if (D$(RT,Y)=KJ$)AND(RT<>JT1)AND(RT<>JT2)AND(H(RT,Y)=0) then 
      if (JN=2)OR((JN=3)AND(RT<>JT3)) then H(RT,Y)=1:CH(RT,Y)=1:FKZ=1 
     end if 
    NEXT RT 
    RETURN 
    :: 
*SIKUROMSSYORI 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   if CH(T,Y)=1 then 
    CH(T,Y)=0: KJ$=D$(T,Y) 
    if H(T,Y)=1 then 
     FOR D=1 TO 4 
      TZ=T+ZT(D):YZ=Y+ZY(D) 
      if H(TZ,YZ)=0 then H(TZ,YZ)=-1:CH(TZ,YZ)=1: FKZ=1 
     NEXT D 
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    else    ' H(T,Y)=-1 
     JY1=Y:JY2=Y:GOSUB *YOKO1TORI: JT1=T:JT2=T:GOSUB *TATE1TORI 
    end if 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
*DAIYASR 
  ATI=1:GOSUB *SOTOWAKUTI 
  ' 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   if H(T,Y)=-1 then 
    MQT=T:MQY=Y:GOSUB *MAWARIMASU 
    if (KRN=3)AND(AKN=1) then H(AKT,AKY)=-1:CH(AKT,AKY)=1:FKZ=1 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
  *MAWARIMASU 
    ' -- par. MQT,MQY -- 
    KRN=0:AKN=0: NKRN=0:NAKN=0 
    FOR MD=1 TO 4 
     MQZT=MQT+ZT(MD):MQZY=MQY+ZY(MD) 
     if H(MQZT,MQZY)=1 then KRN=KRN+1 
     if H(MQZT,MQZY)=0 then AKN=AKN+1: AKT=MQZT:AKY=MQZY 
     ' 
     if H(MQT+HT(MD),MQY+HY(MD))=1 then NKRN=NKRN+1 
     if H(MQT+HT(MD),MQY+HY(MD))=0 then NAKN=NAKN+1 
    NEXT MD 
    RETURN 
    :: 
*KURONBLIST 
  ' -- par. KAKUDAITYPE -- 
  ATI=-1:GOSUB *SOTOWAKUTI 
  FOR I=1 TO GN:FOR J=1 TO GN: CHSYO(I,J)=0: NEXT J,I 
  ' 
  KRNB=0: HKRNB=0 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   if (H(T,Y)=1)AND(CHSYO(T,Y)=0) then 
    ' TYPE_wake 
    if KAKUDAITYPE=0 then KNTYPE=0:ST=T:SY=Y:GOSUB *KURONARABI 
    if KAKUDAITYPE=1 then BNSTART=0:ST=T:SY=Y:GOSUB *KAKUDAISYORI 
    ' 
    if SESYN>=1 then 
     ' LIST_sakusei(1) 
     KRNB=KRNB+1: 
  KRNBLT(KRNB,0,0)=KNB:SYNLT(KRNB,0,0)=SESYN:KRNBLT(KRNB,0,2)=KAKUDAIG 
     if HENSU=0 then KRNBLT(KRNB,0,1)=0 else KRNBLT(KRNB,0,1)=1 
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     FOR IK=1 TO KNB  :FOR IJ=1 TO 2:KRNBLT(KRNB,IK,IJ)=KNB(IK,IJ):NEXT IJ,IK 
     FOR IK=1 TO SESYN:FOR IJ=0 TO 2:SYNLT(KRNB,IK,IJ)=SYNB(IK,IJ):NEXT IJ,IK 
     ' LIST_sakusei(2) 
     if HENSU=1 then ZOKATY=1:GOSUB *HKRSYSAKUSEI 
    end if 
    ' CHSYO()=1_ka 
    FOR IK=1 TO KNB: CHSYO(KNB(IK,1),KNB(IK,2))=1: NEXT IK 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
  *HKRSYSAKUSEI 
    HKRNB=HKRNB+1: HKRNBLT(HKRNB,0,0)=KNB:HSYNLT(HKRNB,0,0)=SESYN 
    HKRSYTY(HKRNB)=ZOKATY: HKRNBLT(HKRNB,0,2)=KAKUDAIG 
    FOR IK=1 TO KNB  :FOR IJ=1 TO 2:HKRNBLT(HKRNB,IK,IJ)=KNB(IK,IJ):NEXT 
IJ,IK 
    FOR IK=1 TO SESYN:FOR IJ=0 TO 2:HSYNLT(HKRNB,IK,IJ)=SYNB(IK,IJ):NEXT IJ,IK 
    RETURN 
    :: 
  *KURONARABI 
    ' -- par. KNTYPE, ST,SY, (KNB, JYG,JY()) -- 
    if KNTYPE=0 then HENSU=0: KNB=0:SESYN=0: KAKUDAIG=0 
    ' 
    if (ST=1)OR(ST=GN)OR(SY=1)OR(SY=GN) then HENSU=HENSU+1 
    KNB=KNB+1: KNB(KNB,1)=ST:KNB(KNB,2)=SY 
    RU=KNB 
    WHILE  RU<=KNB 
     KNT=KNB(RU,1):KNY=KNB(RU,2) 
     FJYG=0: ' jyogai_check 
     if KNTYPE=1 then Z1=KNT:Z2=KNY:GOSUB *JYGCH 
     ' 
     FOR D4=1 TO 4 
      Z1=KNT+HT(D4):Z2=KNY+HY(D4) 
      if (Z1>=1)AND(Z1<=GN)AND(Z2>=1)AND(Z2<=GN) then 
       if H(Z1,Z2)=1 then        ' kuro_MASU 
        SESYCASE=6:GOSUB *DBHMAKE: GOSUB *DBLHAN 
        if FDBL=0 then 
         KNB=KNB+1: KNB(KNB,1)=Z1:KNB(KNB,2)=Z2 
         if (Z1=1)OR(Z1=GN)OR(Z2=1)OR(Z2=GN) then HENSU=HENSU+1 
        end if 
       end if 
       if H(Z1,Z2)=0 then        ' aki_MASU 
        if (FJYG=0)OR(((Z1<>J1T)OR(Z2<>J1Y))AND((Z1<>J2T)OR(Z2<>J2Y))) then 
         SESYCASE=5:GOSUB *DBHMAKE: GOSUB *DBLHAN 
         if FDBL=0 then 
SESYN=SESYN+1:SYNB(SESYN,0)=1:SYNB(SESYN,1)=Z1:SYNB(SESYN,2)=Z2 
         if FDBL=1 then SYNB(DBI,0)=SYNB(DBI,0)+1 
        end if 
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       end if 
      end if 
     NEXT D4 
     ' 
     RU=RU+1 
    WEND 
    RETURN 
    :: 
  *JYGCH 
    DBN=JYG: FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=JY(IK,IJ):NEXT IJ,IK 
    GOSUB *DBLHAN 
    if FDBL=1 then FJYG=1: J1T=JY(DBI,3):J1Y=JY(DBI,4):J2T=JY(DBI,5):J2Y=JY(DBI,6) 
    RETURN 
    :: 
  *DBLHAN 
    ' -- par. Z1,Z2,DBN,DBH() -- 
    FDBL=0 
    FOR DC=1 TO DBN 
     if (Z1=DBH(DC,1))AND(Z2=DBH(DC,2)) then FDBL=1:DBI=DC: RETURN 
    NEXT DC 
    RETURN 
    :: 
  *KAKUDAISYORI 
    ' -- par. KAKUDAITYPE,BNSTART, (HENSU,KT,KY,JYG,JY()) -- 
    KAKUDAIG=0 
    if KAKUDAITYPE=1 then 
     KNTYPE=0:GOSUB *KURONARABI 
     JYG=0 
    else      ' KAKUDAITYPE=2 
     KNB=0:SESYN=0 
     KNTYPE=1:ST=KT:SY=KY:GOSUB *KURONARABI 
    end if 
    ' kakudai_syori 
    RK=1 
    WHILE  RK<=KNB 
     KCT=KNB(RK,1):KCY=KNB(RK,2) 
     FJYG=0: ' jyogai_check(1) 
     if KNTYPE=1 then 
      Z1=KCT:Z2=KCY:GOSUB *JYGCH 
      if FJYG=1 then HJ1T=J1T:HJ1Y=J1Y:HJ2T=J2T:HJ2Y=J2Y 
     end if 
     FOR KD=1 TO 4 
      KD1=FND1(KD): KAT=KCT+HT(KD):KAY=KCY+HY(KD): 
      KBT=KCT+HT(KD1):KBY=KCY+HY(KD1) 
      if (H(KAT,KAY)=0)AND(H(KBT,KBY)=0)AND(D$(KAT,KAY)=D$(KBT,KBY)) then 
       FGO=1: ' jyogai_check(2) 
       if FJYG=1 then 
        if (KAT=HJ1T)AND(KAY=HJ1Y)AND(KBT=HJ2T)AND(KBY=HJ2Y) then FGO=0 
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        if (KAT=HJ2T)AND(KAY=HJ2Y)AND(KBT=HJ1T)AND(KBY=HJ1Y) then FGO=0 
       end if 
       ' 
       if FGO=1 then 
        KDT=KAT+HT(KD1):KDY=KAY+HY(KD1) 
        if H(KDT,KDY)=0 then 
         ' new_SYNB_check 
         SESYCASE=5:GOSUB *DBHMAKE: Z1=KDT:Z2=KDY:GOSUB *DBLHAN 
         if FDBL=0 then  
   SESYN=SESYN+1:SYNB(SESYN,0)=1:SYNB(SESYN,1)=KDT:SYNB(SESYN,2)=KDY 
        end if 
        if H(KDT,KDY)=1 then 
         ' new_KDT,KDY_check 
         SESYCASE=6:GOSUB *DBHMAKE: Z1=KDT:Z2=KDY:GOSUB *DBLHAN: 
         FKNDBL=FDBL 
         if FKNDBL=0 then 
          KAKUDAIG=1 
          JYG=JYG+1: JY(JYG,1)=KDT:JY(JYG,2)=KDY 
          JY(JYG,3)=KAT:JY(JYG,4)=KAY:JY(JYG,5)=KBT:JY(JYG,6)=KBY 
          ' tuika_syori 
          KNTYPE=1:ST=KDT:SY=KDY:GOSUB *KURONARABI 
         end if 
        end if 
       end if 
      end if 
     NEXT KD 
     ' 
     RK=RK+1 
    WEND 
    ' 
    if (BNSTART=1)AND(LEVEL=3) then GOSUB *HENZOKA 
    RETURN 
    :: 
  *HENZOKA 
    ZHEN=0:TYN=0 
    FOR IH=1 TO 4 
     HN=0 
     FOR Q9=1 TO SESYN 
      AQT=SYNB(Q9,1):AQY=SYNB(Q9,2) 
      if ((IH=1)AND(AQT=1))OR((IH=3)AND(AQT=GN)) then HN=HN+1:QB(HN)=Q9 
      if ((IH=2)AND(AQY=GN))OR((IH=4)AND(AQY=1)) then HN=HN+1:QB(HN)=Q9 
     NEXT Q9 
     if HN>=2 then 
      FOR QQ=1 TO 20: N(QQ)=0: NEXT QQ 
      FOR Q9=1 TO HN 
       A$=D$(SYNB(QB(Q9),1),SYNB(QB(Q9),2)):GOSUB *ITIMOJISU 
      NEXT Q9 
      FOR QQ=1 TO 20 
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       if N(QQ)=2 then 
        ZHEN=ZHEN+1 
        ' 
        FOR U9=1 TO GN 
         if (IH=1)OR(IH=3) then IT=HQ(IH):IY=U9 else IT=U9:IY=HQ(IH) 
         if (H(IT,IY)=0)AND(D$(IT,IY)=SM$(QQ)) then 
          TYN=TYN+1:HZ(TYN,1)=IT:HZ(TYN,2)=IY 
         end if 
        NEXT U9 
       end if 
       if N(QQ)>=3 then HENSU=2:RETURN 
      NEXT QQ 
     end if 
    NEXT IH 
    GHEN=0:  ' kado_hensu-gen 
    if ZHEN>=2 then 
     FOR IP=1 TO TYN-1:FOR JP=IP+1 TO TYN 
      AT=HZ(IP,1):AY=HZ(IP,2): BT=HZ(JP,1):BY=HZ(JP,2) 
      if (AT=BT)AND(AY=BY) then GHEN=GHEN+1 
     NEXT JP,IP 
    end if 
    ' 
    HENSU=HENSU+ZHEN-GHEN 
    RETURN 
    :: 
*BANBUNDAN 
  ' kuro-TOjiWA_syori 
  FOR W=1 TO KRNB 
   FOR I9=1 TO SYNLT(W,0,0) 
    WA1=SYNLT(W,I9,1):WA2=SYNLT(W,I9,2) 
    if SYNLT(W,I9,0)>=2 then 
     PW=W:PU=0:NGZOKA=0:BMTY=1:GOSUB *UPPOINT 
     H(WA1,WA2)=-1:CH(WA1,WA2)=1: FKZ=1 
    end if 
   NEXT I9 
   if FKZ=1 then RETURN 
  NEXT W 
  ' ban_setudan(1) 
  FOR W=1 TO HKRNB 
   FOR I9=1 TO HSYNLT(W,0,0) 
    W1=HSYNLT(W,I9,1):W2=HSYNLT(W,I9,2) 
    if (W1=1)OR(W1=GN)OR(W2=1)OR(W2=GN) then 
     PW=W:PU=0:NGZOKA=0:BMTY=2:GOSUB *UPPOINT 
     H(W1,W2)=-1:CH(W1,W2)=1: FKZ=1 
    end if 
   NEXT I9 
   if FKZ=1 then RETURN 
  NEXT W 
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  ' ban_setudan(2) 
  FOR U=1 TO HKRNB-1 
   FOR I9=1 TO HSYNLT(U,0,0) 
    Z1=HSYNLT(U,I9,1):Z2=HSYNLT(U,I9,2): SESYCASE=1:VS=U+1: 
    GOSUB *SESYOKUCH 
    if FDBL=1 then 
     PW=U:PU=VI:NGZOKA=0:BMTY=2:GOSUB *UPPOINT 
     H(Z1,Z2)=-1:CH(Z1,Z2)=1: FKZ=1 
    end if 
   NEXT I9 
   if FKZ=1 then RETURN 
  NEXT U 
  RETURN 
  :: 
  *UPPOINT 
    ' -- par. PW,PU,NGZOKA,BMTY -- 
    if LEVEL<=2 then 
     UNG=0: UKAKUG=0 
     FOR P2=1 TO 2 
      if P2=1 then PV=PW else PV=PU 
      if PV>0 then 
       if BMTY=1 then NG=KRNBLT(PV,0,0) :KAKUDAIG=KRNBLT(PV,0,2) 
       if BMTY=2 then NG=HKRNBLT(PV,0,0):KAKUDAIG=HKRNBLT(PV,0,2) 
      end if 
      if PV=0 then NG=0:KAKUDAIG=0 
      ' 
      UNG=UNG+NG: if KAKUDAIG=1 then UKAKUG=1 
     NEXT P2 
     if (UNG+NGZOKA>=20)or(UKAKUG=1) then UPPOINT=UPPOINT+1 
    end if 
    RETURN 
    :: 
*SESYOKUCH 
  ' -- par. SESYCASE, VS, Z1,Z2 -- 
  FOR V=VS TO HKRNB 
   SV=V:GOSUB *DBHMAKE: GOSUB *DBLHAN 
   if FDBL=1 then VI=V: RETURN 
  NEXT V 
  RETURN 
  :: 
*SEKRNBCH 
  FDBL=0 
  FOR V=1 TO KRNB 
   if KRNBLT(V,0,1)=0 then 
    SESYCASE=4:SV=V:GOSUB *DBHMAKE: GOSUB *DBLHAN 
    if FDBL=1 then VI=V: RETURN 
   end if 
  NEXT V 
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  RETURN 
  :: 
  *DBHMAKE 
    SELECT CASE SESYCASE 
     CASE 1 
      DBN=HSYNLT(SV,0,0) 
      FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=HSYNLT(SV,IK,IJ):NEXT IJ,IK 
     CASE 2 
      DBN=HKRNBLT(SV,0,0) 
      FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=HKRNBLT(SV,IK,IJ):NEXT IJ,IK 
     CASE 3 
      DBN=SYNLT(SV,0,0) 
      FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=SYNLT(SV,IK,IJ):NEXT IJ,IK 
     CASE 4 
      DBN=KRNBLT(SV,0,0) 
      FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=KRNBLT(SV,IK,IJ):NEXT IJ,IK 
     CASE 5 
      DBN=SESYN: 
      FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=SYNB(IK,IJ):NEXT IJ,IK 
     CASE 6 
      DBN=KNB: FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=KNB(IK,IJ):NEXT IJ,IK 
    END SELECT 
    RETURN 
    :: 
*DAIYATOJIWA 
  ATI=1:GOSUB *SOTOWAKUTI 
  ' 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   DD=1:GOSUB *DAIYADATA 
   if (A=1)AND(C=1)AND(B$=D$)AND(B=0) then KJ$=B$:JY1=BY:JY2=DY:GOSUB 
*YOKO1TORI 
   if (B=1)AND(D=1)AND(A$=C$)AND(A=0) then KJ$=A$:JT1=AT:JT2=CT:GOSUB 
*TATE1TORI 
   if FKZ=1 then RETURN 
  NEXT Y,T 
  RETURN 
  :: 
  *DAIYADATA 
    ' -- par. T,Y, DD -- 
    D1=FND1(DD):D2=FND2(DD):D3=FND3(DD) 
    AT=T+ZT(DD):AY=Y+ZY(DD): A=H(AT,AY):A$=D$(AT,AY) 
    BT=T+ZT(D1):BY=Y+ZY(D1): B=H(BT,BY):B$=D$(BT,BY) 
    CT=T+ZT(D2):CY=Y+ZY(D2): C=H(CT,CY):C$=D$(CT,CY) 
    DT=T+ZT(D3):DY=Y+ZY(D3): D=H(DT,DY):D$=D$(DT,DY) 
    H0T=T+HT(DD):H0Y=Y+HY(DD): H0=H(H0T,H0Y):H0$=D$(H0T,H0Y) 
    H1T=T+HT(D1):H1Y=Y+HY(D1): H1=H(H1T,H1Y):H1$=D$(H1T,H1Y) 
    H2T=T+HT(D2):H2Y=Y+HY(D2): H2=H(H2T,H2Y):H2$=D$(H2T,H2Y) 
    H3T=T+HT(D3):H3Y=Y+HY(D3): H3=H(H3T,H3Y):H3$=D$(H3T,H3Y) 
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    RETURN 
    :: 
*KADOTWONB 
  FOR KD=1 TO 4 
   D1=fnD1(KD):D2=fnD2(KD): T1=KDT(KD):Y1=KDY(KD) 
   T2=T1+ZT(D1):Y2=Y1+ZY(D1): T3=T1+ZT(D2):Y3=Y1+ZY(D2) 
   D1$=D$(T1,Y1):D2$=D$(T2,Y2):D3$=D$(T3,Y3) 
   if (D1$=D2$)and(D1$=D3$) then 
    if H(T1,Y1)=0 then H(T1,Y1)=1:CH(T1,Y1)=1:FKZ=1 
   end if 
  NEXT KD 
  RETURN 
  :: 
*TWONB2BUNDAN 
  ' case_A 
  FOR W=1 TO HTWONBN: FOR I2=1 TO 2 
   U=HTNLT(W,0,1): Z1=HTNLT(W,I2,1):Z2=HTNLT(W,I2,2) 
   if (H(Z1,Z2)=0)AND(TWONBLT(U,3)=2) then 
    SESYCASE=1:VS=1:GOSUB *SESYOKUCH 
    if FDBL=1 then H(Z1,Z2)=-1:CH(Z1,Z2)=1:FKZ=1: RETURN 
   end if 
  NEXT I2,W 
  ' case_B 
  FOR W=1 TO TWONBN 
   T=TWONBLT(W,1):Y=TWONBLT(W,2):TWOLG=TWONBLT(W,3) 
   T1=T+1:Y1=Y+1 
   if (H(T,Y)=0)AND(TWOLG=2)AND(D$(T,Y)=D$(T1,Y1)) then 
    FOR I2=1 TO 2 
     if I2=1 then AT=T:AY=Y:BT=T1:BY=Y1 else AT=T1:AY=Y:BT=T:BY=Y1 
     Z1=AT:Z2=AY:SESYCASE=1:VS=1:GOSUB *SESYOKUCH: FDBL1=FDBL 
     Z1=BT:Z2=BY:SESYCASE=1:VS=1:GOSUB *SESYOKUCH: FDBL2=FDBL 
     if (FDBL1=1)AND(FDBL2=1) then H(AT,AY)=-1:CH(AT,AY)=1:FKZ=1: RETURN 
    NEXT I2 
   end if 
  NEXT W 
  RETURN 
  :: 
*DYTJSRHASEI 
  ATI=1:GOSUB *SOTOWAKUTI 
  ' 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   MQT=T:MQY=Y:GOSUB *MAWARIMASU 
   FOR DD=1 TO 4 
    GOSUB *DAIYADATA: T$=D$(T,Y) 
    ' case_A( kuroMASU=2 or hen_sesyoku ) 
    if (A=1)AND(B=1)AND(H2=0)AND(AKN=2) then 
     if (D$=H2$)OR(D$=T$) then H(CT,CY)=-1:CH(CT,CY)=1:FKZ=1: RETURN 
     if (C$=H2$)OR(C$=T$) then H(DT,DY)=-1:CH(DT,DY)=1:FKZ=1: RETURN 
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    end if 
    ' case_B( kuroMASU=1 or hen_sesyoku ) 
    if (A=1)AND(AKN=3) then 
     if (B$=H1$)AND(D$=H2$) then H(CT,CY)=-1:CH(CT,CY)=1:FKZ=1: RETURN 
     if (B$=H1$)AND(T$=D$)  then H(CT,CY)=-1:CH(CT,CY)=1:FKZ=1: RETURN 
     if (D$=H2$)AND(T$=B$)  then H(CT,CY)=-1:CH(CT,CY)=1:FKZ=1: RETURN 
     ' 
     if (T$=C$)AND(T$=D$)   then H(BT,BY)=-1:CH(BT,BY)=1:FKZ=1: RETURN 
     if (T$=C$)and(T$=B$)   then H(DT,DY)=-1:CH(DT,DY)=1:FKZ=1: RETURN 
    end if 
  NEXT DD,Y,T 
  ' case_C( kado_case ) 
  FOR KD=1 TO 4 
   T=KDT(KD):Y=KDY(KD): D1=fnD1(KD):D2=fnD2(KD) 
   T3=T+2*ZT(D1):Y3=Y+2*ZY(D1):T7=T+2*ZT(D2):Y7=Y+2*ZY(D2) 
   T5=T+HT(D1):Y5=Y+HY(D1):T9=T+2*HT(D1):Y9=Y+2*HY(D1) 
   T$=D$(T,Y):T3$=D$(T3,Y3):T7$=D$(T7,Y7):T9$=D$(T9,Y9) 
   if (H(T5,Y5)=1)and(T3$=T7$) then 
    if (H(T,Y)=0)and(T$=T3$)    then H(T,Y)=1:CH(T,Y)=1:FKZ=1: RETURN 
    if (H(T9,Y9)=0)and(T9$=T3$) then H(T9,Y9)=1:CH(T9,Y9)=1:FKZ=1: RETURN 
   end if 
  NEXT KD 
  RETURN 
  :: 
*TWONBSRHASEI 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A( hen_case ) 
  FOR H=1 TO 4:FOR R=2 TO GN-2 
   GOSUB *HENDATA 
   if H(HT,HY)=0 then 
    ' case_A1( 3-narabi ) 
    if (H1$=H4$)AND(H2$=H5$)AND(H3$=H6$) then 
     H(HT,HY)=-1:CH(HT,HY)=1:FKZ=1: RETURN 
    end if 
    ' case_A2( siroMASU_hasei ) 
    if ((H1$=H4$)AND(H2$=H5$))OR((H1$=H2$)AND(H4$=H5$)) then 
     if H(R2T,R2Y)=0 then H(R2T,R2Y)=-1:CH(R2T,R2Y)=1: FKZ=1 
     if H(H3T,H3Y)=0 then H(H3T,H3Y)=-1:CH(H3T,H3Y)=1: FKZ=1 
     if FKZ=1 then RETURN 
    end if 
   end if 
  NEXT R,H 
  ' case_B( siroMASU_hasei ) 
  FOR W=1 TO TWONBN 
   TY=TWONBLT(W,0):T=TWONBLT(W,1):Y=TWONBLT(W,2):TWOLG=TWONBLT(W,3) 
   if (H(T,Y)=0)AND(TWOLG>=3) then 
    if TY=1 then D1=2:D2=3:RD2=1 else D1=3:D2=2:RD2=4 
    FOR R=1 TO TWOLG-2 
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     CT=T+R*ZT(D1):CY=Y+R*ZY(D1): 
     AT=CT+ZT(RD2):AY=CY+ZY(RD2):BT=CT+2*ZT(D2):BY=CY+2*ZY(D2) 
     if H(AT,AY)=0 then H(AT,AY)=-1:CH(AT,AY)=1: FKZ=1 
     if H(BT,BY)=0 then H(BT,BY)=-1:CH(BT,BY)=1: FKZ=1 
    NEXT R 
    if FKZ=1 then RETURN 
   end if 
  NEXT W 
  RETURN 
  :: 
  *HENDATA 
    if H=1 then HT=1:HY=R : D1=2:D2=3 
    if H=2 then HT=R:HY=GN: D1=3:D2=4 
    if H=3 then HT=GN:HY=R: D1=2:D2=1 
    if H=4 then HT=R:HY=1 : D1=3:D2=2 
    ' H1-H9, H1$-H9$_sakusei 
    
H1T=HT:H1Y=HY:H2T=HT+ZT(D1):H2Y=HY+ZY(D1):H3T=H2T+ZT(D1):H3Y=H2Y+ZY(D1) 
    H4T=HT+ZT(D2):H4Y=HY+ZY(D2):H5T=H4T+ZT(D1):H5Y=H4Y+ZY(D1) 
    H6T=H5T+ZT(D1):H6Y=H5Y+ZY(D1): H7T=H4T+ZT(D2):H7Y=H4Y+ZY(D2) 
    H8T=H7T+ZT(D1):H8Y=H7Y+ZY(D1):H9T=H8T+ZT(D1):H9Y=H8Y+ZY(D1) 
    H1=H(H1T,H1Y):H3=H(H3T,H3Y):H5=H(H5T,H5Y):H7=H(H7T,H7Y):H9=H(H9T,H9Y) 
    H1$=D$(HT,HY):H2$=D$(H2T,H2Y):H3$=D$(H3T,H3Y):H4$=D$(H4T,H4Y): 
    H5$=D$(H5T,H5Y):H6$=D$(H6T,H6Y):H7$=D$(H7T,H7Y):H8$=D$(H8T,H8Y): 
    H9$=D$(H9T,H9Y) 
    ' R2-R9_sakusei 
    RD=FND2(D1): R2T=HT+ZT(RD):R2Y=HY+ZY(RD) 
    R3T=R2T+ZT(RD):R3Y=R2Y+ZY(RD):R5T=H5T+2*ZT(RD):R5Y=H5Y+2*ZY(RD) 
    R9T=R3T+2*ZT(D2):R9Y=R3Y+2*ZY(D2) 
    RETURN 
    :: 
*PRKUMIKTSYORI 
  FOR I=1 TO PRKMN 
   TY=PRKMLT(I,0):A1T=PRKMLT(I,1):A1Y=PRKMLT(I,2): 
   B1T=PRKMLT(I,3):B1Y=PRKMLT(I,4) 
   if H(A1T,A1Y)=0 then 
    if TY=1 then 
     A2T=A1T:A2Y=A1Y+1:B2T=B1T:B2Y=B1Y+1 
     T=A1T:KJ$=D$(A1T,A1Y):JY1=A1Y 
     if D$(A1T,A1Y)=D$(B1T,B1Y) then JY2=B1Y else JY2=B2Y 
     GOSUB *YOKO1TORI 
     T=A1T:KJ$=D$(A2T,A2Y):JY1=A2Y 
     if D$(A1T,A1Y)=D$(B1T,B1Y) then JY2=B2Y else JY2=B1Y 
     GOSUB *YOKO1TORI 
    else   'TY=2 
     A2T=A1T+1:A2Y=A1Y:B2T=B1T+1:B2Y=B1Y 
     Y=A1Y:KJ$=D$(A1T,A1Y):JT1=A1T 
     if D$(A1T,A1Y)=D$(B1T,B1Y) then JT2=B1T else JT2=B2T 
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     GOSUB *TATE1TORI 
     Y=A1Y:KJ$=D$(A2T,A2Y):JT1=A2T 
     if D$(A1T,A1Y)=D$(B1T,B1Y) then JT2=B2T else JT2=B1T 
     GOSUB *TATE1TORI 
    end if 
    if FKZ=1 then RETURN 
   end if 
  NEXT I 
  RETURN 
  :: 
*HENSESYOBDAN 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' 
  FOR H=1 TO 4:FOR R=1 TO GN-2 
   GOSUB *HENDATA 
   if H1$<>H3$ then 
    ' case_A 
    KARITY=1:MTI=-1 
    if (H2$=H5$)AND(H5=0)AND(H1=0) then MT=H1T:MY=H1Y:GOSUB *MTISYO 
    if (H2$=H5$)AND(H5=0)AND(H3=0) then MT=H3T:MY=H3Y:GOSUB *MTISYO 
    if FKZ=1 then RETURN 
    if (H4$=H5$)AND(H5=0)AND(H1=0) then MT=H1T:MY=H1Y:GOSUB *MTISYO 
    if (H5$=H6$)AND(H5=0)AND(H3=0) then MT=H3T:MY=H3Y:GOSUB *MTISYO 
    if FKZ=1 then RETURN 
    ' case_B 
    if H(H5T,H5Y)=0 then 
     if ((H1$=H2$)OR(H1$=H4$))AND((H9$=H6$)OR(H9$=H8$))AND(H1=0)AND(H9=0) 
     then KARITY=2: MT=H5T:MY=H5Y:MTI=-1:GOSUB *MTISYO 
     if ((H3$=H2$)OR(H3$=H6$))AND((H7$=H4$)OR(H7$=H8$))AND(H3=0)AND(H7=0) 
     then KARITY=3: MT=H5T:MY=H5Y:MTI=-1:GOSUB *MTISYO 
     if FKZ=1 then RETURN 
    end if 
    ' case_C 
    if (H(H5T,H5Y)=1)AND(H1$=H9$)AND(H1=0)AND(H9=0) then 
     if (H7$=H1$)AND(H7=0) then KARITY=2:MT=H7T:MY=H7Y:MTI=1:GOSUB *MTISYO 
    end if 
    if (H(H5T,H5Y)=1)AND(H3$=H7$)AND(H3=0)AND(H7=0) then 
     if (H9$=H3$)AND(H9=0) then KARITY=3:MT=H9T:MY=H9Y:MTI=1:GOSUB *MTISYO 
    end if 
    if FKZ=1 then RETURN 
   end if 
  NEXT R,H 
  RETURN 
  :: 
  *MTISYO 
    ' -- par. KARITY, MT,MY,MTI -- 
    if KARITY=1 then Z1=H5T:Z2=H5Y 
    if KARITY=2 then Z1=H9T:Z2=H9Y 
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    if KARITY=3 then Z1=H7T:Z2=H7Y 
    ' 
    FDBL=0: SESYCASE=1:VS=1:GOSUB *SESYOKUCH 
    if FDBL=1 then 
     PW=VI:PU=0:NGZOKA=2:BMTY=2:GOSUB *UPPOINT 
     H(MT,MY)=MTI:CH(MT,MY)=1:FKZ=1 
    end if 
    RETURN 
    :: 
*DOSU3KAKUBDAN 
  FOR T=3 TO GN-2:FOR Y=3 TO GN-2 
   if H(T,Y)=1 then 
    FOR DD=1 TO 4 
     GOSUB *DAIYADATA 
     if (H0=0)AND(H1=0)AND(H2=0)AND(H0$=H1$)AND(H0$=H2$) then 
      KARI(1,1)=H0T:KARI(1,2)=H0Y:KARI(2,1)=H2T:KARI(2,2)=H2Y 
      CHTY=1:KARIN=2:GOSUB *BUNDANCH 
      if FBUNDAN=1 then 
       if (KNB>=20)or(KAKUDAIG=1) then UPPOINT=UPPOINT+1 
       H(H1T,H1Y)=1:CH(H1T,H1Y)=1:FKZ=1: RETURN 
      end if 
     end if 
    NEXT DD 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
  *BUNDANCH 
    ' -- par. CHTY, KARIN,KARI() -- 
    FBUNDAN=0 
    ' kari_oki 
    FOR U9=1 TO KARIN: H(KARI(U9,1),KARI(U9,2))=1: NEXT U9 
    SELECT CASE CHTY 
     CASE 1,3 
      ST=KARI(1,1):SY=KARI(1,2): GOSUB *KDSYWAKE 
     CASE 2 
      FOR B9=1 TO KARIN-1 
       ST=KARI(B9,1):SY=KARI(B9,2): GOSUB *KDSYWAKE 
       if FBUNDAN=1 then EXIT FOR 
      NEXT B9 
    END SELECT 
    ' modosi 
    FOR U9=1 TO KARIN: H(KARI(U9,1),KARI(U9,2))=0: NEXT U9 
    RETURN 
    :: 
    *KDSYWAKE 
      FHPZ=0 
      IF FKAKUDAI1=0 THEN KNTYPE=0:GOSUB *KURONARABI 
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      IF FKAKUDAI1=1 THEN FHPZ=1:KAKUDAITYPE=1:BNSTART=1:GOSUB 
*KAKUDAISYORI 
      GOSUB *CHECKSYORI 
      ' tuika_hantei 
      if (FBUNDAN=0)and(FKAKUDAI3=1)and(CHTY=1) then 
       FHPZ=1:KAKUDAITYPE=1:BNSTART=1:GOSUB *KAKUDAISYORI 
       ' hantei 
       if HENSU=1 then 
        FOR O8=1 TO SESYN-1:FOR O9=O8+1 TO SESYN 
         O8T=SYNB(O8,1):O8Y=SYNB(O8,2):O9T=SYNB(O9,1):O9Y=SYNB(O9,2) 
         O89KY=abs(O8T-O9T)+abs(O8Y-O9Y) 
         if ((O8T=O9T)or(O8Y=O9Y))and(O89KY=2)and(D$(O8T,O8Y)=D$(O9T,O9Y)) then 
          if O8T=O9T then O1T=O8T-1:O1Y=(O8Y+O9Y)/2:O2T=O8T+1:O2Y=O1Y 
          if O8Y=O9Y then O1T=(O8T+O9T)/2:O1Y=O8Y-1:O2T=O1T:O2Y=O8Y+1 
          FOR O7=1 TO 2 
           if O7=1 then Z1=O1T:Z2=O1Y else Z1=O2T:Z2=O2Y 
           if H(Z1,Z2)=1 then  
            SESYCASE=2:VS=1:GOSUB *SESYOKUCH 
            if FDBL=1 then FBUNDAN=1:RETURN 
           end if 
          NEXT O7 
         end if 
        NEXT O9,O8 
       end if 
      end if 
      RETURN 
      :: 
    *CHECKSYORI 
      ' ban-setudan_check 
      if HENSU>=2 then FBUNDAN=1:RETURN 
      ' tojiwa_check 
      GOSUB *TOJIWACH 
      if FTOJI=1 then FBUNDAN=1 
      RETURN 
      :: 
    *TOJIWACH 
      ' -- par. FHPZ -- 
      FTOJI=0 
      if KNB>=4 then 
       HPOINT=0 
       FOR TC=1 TO KNB 
        MQT=KNB(TC,1):MQY=KNB(TC,2):GOSUB *MAWARIMASU 
        HPOINT=HPOINT+(NKRN-2) 
       NEXT TC 
       ' HPOINT_tuika 
       if FHPZ=1 then HPOINT=HPOINT+2*JYG 
       ' hantei 
       if HPOINT=0 then FTOJI=1 
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      end if 
      RETURN 
      :: 
*KRSUSUMESYORI1 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' CSSU_ketei 
  CSSU=1: if LEVEL=3 then CSSU=2 
  ' case_A 
  FOR W=1 TO HKRNB: FOR I9=1 TO HSYNLT(W,0,0) 
   W1=HSYNLT(W,I9,1):W2=HSYNLT(W,I9,2) 
   SMTYPE=1:W$=D$(W1,W2):GOSUB *STJYAMP 
   ST=W1:SY=W2:GOSUB *KRSUSUME 
   if FBUNDAN=1 then 
    PW=W:PU=VI:NGZOKA=SMN:BMTY=2:GOSUB *UPPOINT 
    H(W1,W2)=-1:CH(W1,W2)=1:FKZ=1: RETURN 
   end if 
  NEXT I9,W 
  ' case_B 
  FOR W=1 TO KRNB 
   if KRNBLT(W,0,1)=0 then 
    FOR I9=1 TO SYNLT(W,0,0) 
     W1=SYNLT(W,I9,1):W2=SYNLT(W,I9,2) 
     SMTYPE=2:W$=D$(W1,W2):GOSUB *STJYAMP 
     ST=W1:SY=W2:GOSUB *KRSUSUME 
     if FBUNDAN=1 then 
      PW=W:PU=0:NGZOKA=SMN:BMTY=1:GOSUB *UPPOINT 
      H(W1,W2)=-1:CH(W1,W2)=1:FKZ=1: RETURN 
     end if 
    NEXT I9 
   end if 
  NEXT W 
  RETURN 
  :: 
  *STJYAMP 
    ' -- par. SMTYPE, W,W1,W2, W$ -- 
    STN=0 
    FOR DD=1 TO 4:FOR I2=1 TO 2 
     KT=W1:KY=W2:GOSUB *SUSUMEDATA 
     if I2=1 then J2L=1 else J2L=2 
     FOR J2=1 TO J2L 
      if I2=1 then Y1=LT:Y2=LY 
      if I2=2 then 
       if J2=1 then Y1=HT:Y2=HY else Y1=IT:Y2=IY 
      end if 
      if (Y1>=1)AND(Y1<=GN)AND(Y2>=1)AND(Y2<=GN) then 
       Y$=D$(Y1,Y2): E$=D$(W1+ZT(D3),W2+ZY(D3)):F$=D$(W1+ZT(D1),W2+ZY(D1)) 
       FGO=0:  ' jyoken_check 
       if I2=1 then 
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        if (H(Y1,Y2)=0)and((AV=1)or(BV=1))and(Y$=W$) then   ' case_A 
         ' sesyoku_check 
         if SMTYPE=1 then SESYCASE=1 else SESYCASE=3 
         SV=W:GOSUB *DBHMAKE: Z1=Y1:Z2=Y2:GOSUB *DBLHAN 
         if (FDBL=1)and(AV=1)and(BV=0)and(B$=F$) then FGO=1: JQT=BT:JQY=BY 
         if (FDBL=1)and(BV=1)AND(AV=0)AND(A$=E$) then FGO=1: JQT=AT:JQY=AY 
        end if 
        if (H(Y1,Y2)=1)and(AV=0)and(BV=0)and(A$=B$) then    ' case_B 
         if SMTYPE=1 then SESYCASE=2 else SESYCASE=4 
         SV=W:GOSUB *DBHMAKE: Z1=Y1:Z2=Y2:GOSUB *DBLHAN 
         if FDBL=1 then 
          if A$=E$ then FGO=1: JQT=AT:JQY=AY 
          if B$=F$ then FGO=1: JQT=BT:JQY=BY 
         end if 
        end if 
       else     ' I2=2 
        if (H(Y1,Y2)=0)AND(H(LT,LY)=0)AND(AV=1)AND(BV=1)AND(D$(LT,LY)=Y$) then 
         if J2=1 then Z1=BT:Z2=BY else Z1=AT:Z2=AY 
         if SMTYPE=1 then SESYCASE=2 else SESYCASE=4 
         SV=W:GOSUB *DBHMAKE: GOSUB *DBLHAN 
         if FDBL=1 then FGO=1: JQT=Y1:JQY=Y2 
        end if 
       end if 
       ' jyamp_syori 
       if FGO=1 then STN=STN+1:SMI(STN,1)=JQT:SMI(STN,2)=JQY 
      end if 
    NEXT J2,I2,DD 
    RETURN 
    :: 
  *SUSUMEDATA 
    ' -- par. DD,KT,KY -- 
    D1=FND1(DD):D3=FND3(DD):  LT=KT+2*ZT(DD):LY=KY+2*ZY(DD) 
    AT=KT+HT(D3):AY=KY+HY(D3):BT=KT+HT(DD):BY=KY+HY(DD) 
    HT=KT+2*HT(DD):HY=KY+2*HY(DD):IT=KT+2*HT(D3):IY=KY+2*HY(D3) 
    AV=H(AT,AY):BV=H(BT,BY):A$=D$(AT,AY):B$=D$(BT,BY) 
    RETURN 
    :: 
  *KRSUSUME 
    ' -- par. HGTY, CSSU,SMTYPE,ST,SY, STN -- 
    SMN=STN+1: SMI(SMN,1)=ST:SMI(SMN,2)=SY 
    FBUNDAN=0: RU=SMN 
    WHILE RU<=SMN 
     KT=SMI(RU,1):KY=SMI(RU,2) 
     FSUME=0 
     FOR DD=1 TO 4 
      GOSUB *SUSUMEDATA 
      FOR CSTY=1 TO CSSU 
       NT=KT+CSTY*ZT(DD):NY=KY+CSTY*ZY(DD) 
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       if (NT>=1)AND(NT<=GN)AND(NY>=1)AND(NY<=GN) then 
       if (H(NT,NY)=0)AND((CSTY=1)OR((CSTY=2)AND(AV=1)AND(BV=1))) then 
        FOR I2=1 TO 2 
         if I2=1 then DM=D1 else DM=D3 
         Z1=NT+CSTY*ZT(DM):Z2=NY+CSTY*ZY(DM) 
         if (Z1>=1)AND(Z1<=GN)AND(Z2>=1)AND(Z2<=GN) then 
         if (H(Z1,Z2)=0)AND(D$(Z1,Z2)=D$(NT,NY)) then 
          GOSUB *KIROKUHAN 
          if FBUNDAN=1 then RETURN 
         end if 
         end if 
        NEXT I2 
       end if 
       end if 
     NEXT CSTY,DD 
     ' HGTY=1_tuika-syori 
     if (FSUME=0)AND(HGTY=1) then 
      KT=SMI(RU,1):KY=SMI(RU,2) 
      ' case_A 
      FOR DD=1 TO 4 
       D1=FND1(DD):D2=FND2(DD):D3=FND3(DD) 
       S1T=KT+ZT(DD):S1Y=KY+ZY(DD):S2T=KT+2*ZT(DD):S2Y=KY+2*ZY(DD) 
       if (H(S1T,S1Y)=0)AND(S2T>=1)AND(S2Y>=1) then 
        N1T=KT+HT(DD):N1Y=KY+HY(DD):N2T=KT+HT(D3):N2Y=KY+HY(D3) 
        FOR I2=1 TO 2 
         if I2=1 then T1T=N1T:T1Y=N1Y else T1T=N2T:T1Y=N2Y 
         T2T=T1T+ZT(DD):T2Y=T1Y+ZY(DD) 
         if (D$(S1T,S1Y)=D$(S2T,S2Y))AND(D$(T1T,T1Y)=D$(T2T,T2Y)) then 
          FSUME=1:GI=3-I2: EXIT FOR 
         end if 
        NEXT I2 
       end if 
       ' case_B 
       if 
(FSUME=0)AND(H(N1T,N1Y)=0)AND(H(N2T,N2Y)=0)AND(D$(N1T,N1Y)=D$(N2T,N2Y)) then 
        N1T=KT+HT(DD):N1Y=KY+HY(DD):N2T=KT+HT(D1):N2Y=KY+HY(D1) 
        FOR I2=1 TO 2 
         if I2=1 then DM=DD:DN=D3:CT=N1T:CY=N1Y else 
DM=D2:DN=D2:CT=N2T:CY=N2Y 
         ' case_C1 
         if (CT=1)OR(CT=GN)OR(CY=1)OR(CY=GN) then FSUME=1:GI=I2: EXIT FOR 
         ' case_C2 
         AT=KT+2*ZT(DM):AY=KY+2*ZY(DM):BT=KT+HT(DN):BY=KY+HY(DN) 
         if (AT>=1)AND(AT<=GN)AND(AY>=1)AND(AY<=GN) then 
          KRN=0 
          if H(AT,AY)=1 then KRN=KRN+1 
          if H(BT,BY)=1 then KRN=KRN+1 
          DBN=SMN: 
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          FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=SMI(IK,IJ):NEXT IJ,IK 
          Z1=AT:Z2=AY:GOSUB *DBLHAN: if FDBL=1 then KRN=KRN+1 
          Z1=BT:Z2=BY:GOSUB *DBLHAN: if FDBL=1 then KRN=KRN+1 
          if KRN=2 then FSUME=1:GI=I2: EXIT FOR 
         end if 
         ' case_C3 
         SESYCASE=1:VS=1:Z1=CT:Z2=CY:GOSUB *SESYOKUCH 
         if FDBL=1 then FSUME=1:GI=I2: EXIT FOR 
        NEXT I2 
       end if 
       ' 
       if FSUME=1 then 
        if GI=1 then Z1=N2T:Z2=N2Y else Z1=N1T:Z2=N1Y 
        GOSUB *KIROKUHAN 
        if FBUNDAN=1 then RETURN 
       end if 
      NEXT DD 
     end if 
     ' 
     RU=RU+1 
    WEND 
    RETURN 
    :: 
  *KIROKUHAN 
    ' new_koho 
    DBN=SMN:FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=SMI(IK,IJ):NEXT IJ,IK 
    GOSUB *DBLHAN: MDBL=FDBL 
    if MDBL=0 then 
     FSUME=1: ' kiroku 
     SMN=SMN+1:SMI(SMN,1)=Z1:SMI(SMN,2)=Z2 
     if SMTYPE>=1 then       ' hantei 
      if SMTYPE=1 then GOSUB *SEHKR 
      if SMTYPE=2 then SV=W:SESYCASE=3:GOSUB *DBHMAKE:GOSUB *DBLHAN 
      if FDBL=1 then FBUNDAN=1 
     end if 
    end if 
    RETURN 
    :: 
*KAKUDAILIST1 
  ' list_A 
  KAKUDAITYPE=1:GOSUB *KURONBLIST 
  ' list_B( hen-sesyokuTYPE_1 ) 
  FOR H=1 TO 4:FOR R=1 TO GN-2 
   GOSUB *HENDATA: KT=H5T:KY=H5Y:PT=H1T:PY=H1Y:QT=H3T:QY=H3Y 
   if (H(KT,KY)<>-1)AND(H1=0)AND(H3=0)AND(H1$=H3$) then 
     SYOTY=1:ZOKATY=1:KAKUDAIG=1: GOSUB *HKRNBADDSYO 
   end if 
  NEXT R,H 
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  RETURN 
  :: 
  *HKRNBADDSYO 
    ' -- par. SYOTY,ZOKATY, KT,KY,PT,PY,QT,QY -- 
    if H(KT,KY)=1 then 
     Z1=KT:Z2=KY:GOSUB *SEKRNBCH 
     if FDBL=1 then PJ=VI:J1T=PT:J1Y=PY:J2T=QT:J2Y=QY:GOSUB *NEWHKRNB 
    end if 
    if H(KT,KY)=0 then 
     if SYOTY=1 then GOSUB *KRMS0SAKUSEI 
     if SYOTY=2 then GOSUB *HGKRMS0SAKUSEI 
    end if 
    RETURN 
    :: 
  *NEWHKRNB 
    ' -- par. ZOKATY, JN, PJ, J1T,J1Y,J2T,J2Y,(J3T,J3Y) -- 
    SESYN=0 
    FOR IK=1 TO SYNLT(PJ,0,0) 
     SY1=SYNLT(PJ,IK,1):SY2=SYNLT(PJ,IK,2): SY0=SYNLT(PJ,IK,0) 
     if ((SY1<>J1T)OR(SY2<>J1Y))AND((SY1<>J2T)OR(SY2<>J2Y)) then 
     if (JN=2)OR((JN=3)AND((SY1<>J3T)OR(SY2<>J3Y))) then 
      SESYN=SESYN+1:SYNB(SESYN,0)=SY0:SYNB(SESYN,1)=SY1:SYNB(SESYN,2)=SY2 
     end if 
     end if 
    NEXT IK 
    if SESYN>0 then 
     KNB=KRNBLT(PJ,0,0) 
     FOR IK=1 TO KNB:FOR IJ=1 TO 2:KNB(IK,IJ)=KRNBLT(PJ,IK,IJ):NEXT IJ,IK 
     GOSUB *HKRSYSAKUSEI 
     ' 
     KRNBLT(PJ,0,1)=1 
    end if 
    RETURN 
    :: 
  *KRMS0SAKUSEI 
    ' -- par. KT,KY, PT,PY,QT,QY -- 
    ' tuika_hantei 
    DBN=JYA: FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=JYA(IK,IJ):NEXT IJ,IK 
    Z1=KT:Z2=KY:GOSUB *DBLHAN 
    if FDBL=1 then       ' jyogai_sirabe 
     JA1T=JYA(DBI,3):JA1Y=JYA(DBI,4):JA2T=JYA(DBI,5):JA2Y=JYA(DBI,6) 
     if ((PT=JA1T)AND(PY=JA1Y))OR((PT=JA2T)AND(PY=JA2Y)) then RETURN 
     if ((QT=JA1T)AND(QY=JA1Y))OR((QT=JA2T)AND(QY=JA2Y)) then RETURN 
    end if 
    ' tuika_syori 
    HKRNB=HKRNB+1: HKRSYTY(HKRNB)=ZOKATY: HKRNBLT(HKRNB,0,0)=0 
    HSYNLT(HKRNB,0,0)=1:HSYNLT(HKRNB,1,0)=1: 
    HSYNLT(HKRNB,1,1)=KT:HSYNLT(HKRNB,1,2)=KY 
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    ' JYA()_tuika 
    JYA=JYA+1: JYA(JYA,1)=KT:JYA(JYA,2)=KY 
    JYA(JYA,3)=PT:JYA(JYA,4)=PY:JYA(JYA,5)=QT:JYA(JYA,6)=QY 
    RETURN 
    :: 
  *HGKRMS0SAKUSEI 
    ' -- par. VN, ( W,U ) -- 
    if VN=1 then GOSUB *KRMS0SAKUSEI 
    if VN=2 then 
     FGO=1:  ' case_1 
     if (KT=1)OR(KT=GN)OR(KY=1)OR(KY=GN) then 
      if (HKRNBLT(W,0,0)=0)OR(HKRNBLT(U,0,0)=0) then FGO=0 
     end if 
     ' case_2 
     FOR V2=1 TO VN 
      if V2=1 then VV=W:VT=PT:VY=PY else VV=U:VT=QT:VY=QY 
      SV=VV:SESYCASE=1:GOSUB *DBHMAKE: Z1=KT:Z2=KY:GOSUB *DBLHAN 
      if FDBL=1 then 
       H(VT,VY)=1:H(KT,KY)=1      ' kari_oki 
       KNTYPE=0:ST=VT:SY=VY:GOSUB *KURONARABI 
       FHPZ=0: GOSUB *TOJIWACH 
       H(VT,VY)=0:H(KT,KY)=0      ' modosi 
       if FTOJI=0 then FGO=0: EXIT FOR 
      end if 
     NEXT V2 
     if FGO=1 then GOSUB *KRMS0SAKUSEI 
    end if 
    RETURN 
    :: 
*DAIYAKTSYORI 
  ATI=1:GOSUB *SOTOWAKUTI 
  ' case_A,B 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   MQT=T:MQY=Y:GOSUB *MAWARIMASU 
   FOR DD=1 TO 4 
    GOSUB *DAIYADATA 
    B1T=BT+ZT(D1):B1Y=BY+ZY(D1): D1T=DT+ZT(D3):D1Y=DY+ZY(D3) 
    if (B1T>=1)and(B1T<=GN)and(B1Y>=1)and(B1Y<=GN) then 
     FGO=0: B1$=D$(B1T,B1Y) 
     if (A=1)and(C=1)and(AKN=2)and(B1$=D$)       then FGO=1 
     if (A=1)and(AKN=3)and(B1$=D$)and(C$=H1$)    then FGO=1 
     if (AKN=4)and(B1$=D$)and(A$=H0$)and(C$=H1$) then FGO=1 
     ' hantei 
     if FGO=1 then H(BT,BY)=-1:CH(BT,BY)=1:FKZ=1: RETURN 
    end if 
    if (D1T>=1)and(D1T<=GN)and(D1Y>=1)and(D1Y<=GN) then 
    if (A=1)and(AKN=3)and(D$(D1T,D1Y)=B$)and(C$=H2$) then 
     H(DT,DY)=-1:CH(DT,DY)=1:FKZ=1: RETURN 
佐藤金吾 96 
    end if 
    end if 
   NEXT DD 
   ' case_B 
   if (H(T,Y)=0)AND(NKRN=4) then 
    FOR TY=1 TO 2 
     if TY=1 then D1=2:D2=4 else D1=1:D2=3 
     PT=T+2*ZT(D1):PY=Y+2*ZY(D1):QT=T+2*ZT(D2):QY=Y+2*ZY(D2) 
     if (PT>=1)AND(PT<=GN)AND(PY>=1)AND(PY<=GN) then 
     if (QT>=1)AND(QT<=GN)AND(QY>=1)AND(QY<=GN) then 
      if D$(PT,PY)=D$(QT,QY) then H(T,Y)=-1:CH(T,Y)=1:FKZ=1: RETURN 
     end if 
     end if 
    NEXT TY 
   end if 
  NEXT Y,T 
  ' case_C 
  FOR T=2 TO GN-1:FOR Y=2 TO GN-1 
   if H(T,Y)=0 then 
    FOR DD=1 TO 4 
     GOSUB *DAIYADATA: T$=D$(T,Y) 
     if ((T$=A$)AND(D$=H3$))OR((T$=D$)AND(A$=H3$)) then 
      if (H1$=C$)AND(B=0) then H(BT,BY)=-1:CH(BT,BY)=1:FKZ=1: RETURN 
      if (H1$=B$)AND(C=0) then H(CT,CY)=-1:CH(CT,CY)=1:FKZ=1: RETURN 
     end if 
    NEXT DD 
   end if 
  NEXT Y,T 
  ' case_D 
  FOR H=1 TO 4:FOR R=1 TO GN-4 
   GOSUB *HENDATA: TY=((H-1) MOD 2)+1: KJ$=H1$ 
   QT=HT+4*ZT(D1):QY=HY+4*ZY(D1):Q$=D$(QT,QY): 
RV=H(H5T+2*ZT(D1),H5Y+2*ZY(D1)) 
   if (H1$=Q$)AND(H1=0)AND(H5=1)AND(RV=1)AND(H9=1) then 
    if TY=1 then T=HQ(H):JY1=HY:JY2=QY:GOSUB *YOKO1TORI 
    if TY=2 then Y=HQ(H):JT1=HT:JT2=QT:GOSUB *TATE1TORI 
    if FKZ=1 then RETURN 
   end if 
  NEXT R,H 
  ' case_E 
  FOR TY=1 TO 2:FOR IG=1 TO GN:FOR IR=2 TO GN-1 
   if TY=1 then DD=1:MT=IG:MY=IR:MD=2 else DD=4:MT=IR:MY=IG:MD=1 
   T=MT:Y=MY:GOSUB *DAIYADATA: MV=H(MT,MY):M$=D$(MT,MY): RD=FND2(MD) 
   ET=MT+2*ZT(MD):EY=MY+2*ZY(MD):FT=MT+2*ZT(RD):FY=MY+2*ZY(RD) 
   EV=H(ET,EY):FV=H(FT,FY):E$=D$(ET,EY):F$=D$(FT,FY) 
   if (MV<>-1)AND(EV=1)AND(FV=1) then 
    MQT=MT:MQY=MY:GOSUB *MAWARIMASU 
    FGO=0: ' case_E1 
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    if (MV=0)AND(NAKN=2)AND(H3=1)AND(H0=1)AND(H1$=H2$) then FGO=1 
    if (MV=0)AND(NAKN=2)AND(H1=1)AND(H2=1)AND(H3$=H0$) then FGO=1 
    if FGO=1 then H(MT,MY)=-1:CH(MT,MY)=1:FKZ=1: RETURN 
    ' case_E2 
    if (MV=1)AND(NAKN=4)AND(H1$=H2$)AND(H3$=H0$) then 
     if TY=1 then 
      T=MT-1:KJ$=H0$:JY1=H0Y:JY2=H3Y:GOSUB *YOKO1TORI 
      T=MT+1:KJ$=H1$:JY1=H1Y:JY2=H2Y:GOSUB *YOKO1TORI 
     else 
      Y=MY-1:KJ$=H0$:JT1=H0T:JT2=H3T:GOSUB *TATE1TORI 
      Y=MY+1:KJ$=H1$:JT1=H1T:JT2=H2T:GOSUB *TATE1TORI 
     end if 
     if FKZ=1 then RETURN 
    end if 
   end if 
   ' case_E3 
   if ((H0=1)AND(H3=1)AND(H1$=H2$))OR((H1=1)AND(H2=1)AND(H0$=H3$)) then 
    MQT=MT:MQY=MY:GOSUB *MAWARIMASU 
    if (NAKN=2)AND(MV<>-1)AND(EV<>-1)AND(FV<>-1)AND(MV+EV+FV=1) then 
     FGO=0 
     if (MV=1)AND(E$=F$) then FGO=1:KJ$=E$:JT1=ET:JT2=FT:JY1=EY:JY2=FY 
     if (EV=1)AND(M$=F$) then FGO=1:KJ$=M$:JT1=MT:JT2=FT:JY1=MY:JY2=FY 
     if (FV=1)AND(E$=M$) then FGO=1:KJ$=E$:JT1=ET:JT2=MT:JY1=EY:JY2=MY 
     if FGO=1 then 
      if TY=1 then T=MT:GOSUB *YOKO1TORI 
      if TY=2 then Y=MY:GOSUB *TATE1TORI 
     end if 
    end if 
    if (NAKN=2)AND(MV=0)AND(EV=0)AND(FV=0)AND(E$=M$)AND(E$=F$) then 
     if TY=1 then T=MT:KJ$=M$:JN=3:JY1=MY:JY2=EY:JY3=FY:GOSUB *YOKO1TORI 
     if TY=2 then Y=MY:KJ$=M$:JN=3:JT1=MT:JT2=ET:JY3=FY:GOSUB *TATE1TORI 
     JN=2 
    end if 
    if FKZ=1 then RETURN 
   end if 
  NEXT IR,IG,TY 
  RETURN 
  :: 
*KRMSTOBIDASI 
  ATI=1:GOSUB *SOTOWAKUTI 
  ' case_A 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   MQT=T:MQY=Y:GOSUB *MAWARIMASU 
   if (KRN=2)AND(AKN=2) then 
    FOR DD=1 TO 4 
     GOSUB *DAIYADATA: HT=H2T:HY=H2Y 
     if (A=1)and(B=1)and(H2=0)and(1<=HT)and(HT<=GN)and(1<=HY)and(HY<=GN) then 
      FGO=0: ' hantei 
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      FOR I2=1 TO 2 
       if I2=1 then MD=DD:MT=CT:MY=CY else MD=D1:MT=DT:MY=DY 
       PT=H2T:PY=H2Y:GOSUB *DOSUPAIRCH 
       if FGO=1 then H(MT,MY)=-1:CH(MT,MY)=1: FKZ=1: RETURN 
      NEXT I2 
     end if 
    NEXT DD 
   end if 
  NEXT Y,T 
  ' case_B 
  FOR W=1 TO HKRNB 
   if HKRNBLT(W,0,0)>=1 then 
    FOR I9=1 TO HSYNLT(W,0,0) 
     NT=HSYNLT(W,I9,1):NY=HSYNLT(W,I9,2) 
     if (NT=2)or(NT=GN-1)or(NY=2)or(NY=GN-1) then 
      SESYCASE=2:SV=W:GOSUB *DBHMAKE: MT=NT:MY=NY:GOSUB *ITICH 
      if ITISU>=1 then 
       ' MD,PT,PY_sakusei 
       if NT=2 then MD(1)=2:PT(1)=1:PY(1)=NY:MD(2)=4:PT(2)=1:PY(2)=NY 
       if NT=2 then MD(3)=3:PT(3)=1:PY(3)=NY+1:MD(4)=3:PT(4)=1:PY(4)=NY-1 
       if NT=GN-1 then MD(1)=4:PT(1)=GN:PY(1)=NY:MD(2)=2:PT(2)=GN:PY(2)=NY 
       if NT=GN-1 then MD(3)=1:PT(3)=GN:PY(3)=NY-1:MD(4)=1:PT(4)=GN:PY(4)=NY+1 
       if NY=2 then MD(1)=1:PT(1)=NT:PY(1)=1:MD(2)=3:PT(2)=NT:PY(2)=1 
       if NY=2 then MD(3)=2:PT(3)=NT-1:PY(3)=1:MD(4)=2:PT(4)=NT+1:PY(4)=1 
       if NY=GN-1 then MD(1)=3:PT(1)=NT:PY(1)=GN:MD(2)=1:PT(2)=NT:PY(2)=GN 
       if NY=GN-1 then MD(3)=4:PT(3)=NT+1:PY(3)=GN:MD(4)=4:PT(4)=NT-1:PY(4)=GN 
       FGO=0: ' hantei 
       FOR I4=1 TO 4 
        MD=MD(I4):PT=PT(I4):PY=PY(I4) 
        if H(PT,PY)=0 then GOSUB *DOSUPAIRCH 
        if FGO=1 then H(NT,NY)=-1:CH(NT,NY)=1:FKZ=1: RETURN 
       NEXT I4 
      end if 
     end if 
    NEXT I9 
   end if 
  NEXT W 
  RETURN 
  :: 
  *DOSUPAIRCH 
    ' -- par. MD,PT,PY -- 
    QT=PT+ZT(MD):QY=PY+ZY(MD): P$=D$(PT,PY):Q$=D$(QT,QY) 
    TY=(MD mod 2)+1 
    FOR TUI=1 TO 2 
     ' TUI=1..jyun or gyaku_tui, TUI=2..tyoko_tui 
     FOR G=1 TO GN 
      if ((TUI=1)and(TY=1))or((TUI=2)and(TY=2)) then UT=PT:UY=G 
      if ((TUI=1)and(TY=2))or((TUI=2)and(TY=1)) then UT=G:UY=PY 
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      VT=UT+ZT(MD):VY=UY+ZY(MD): U$=D$(UT,UY):V$=D$(VT,VY) 
      KYORI=ABS(PT-UT)+ABS(PY-UY) 
      if (UT<>PT)OR(UY<>PY) then 
       if (U$=P$)and(V$=Q$)                        then FGO=1: RETURN 
       if (TUI=1)AND(U$=Q$)AND(V$=P$)AND(KYORI>=3) then FGO=1: RETURN 
      end if 
    NEXT G,TUI 
    RETURN 
    :: 
  *ITICH 
    ' -- par. MT,MY, DBH() -- 
    ITISU=0: NITISU=0 
    FOR UU=1 TO 4 
     Z1=MT+HT(UU):Z2=MY+HY(UU) 
     if H(Z1,Z2)=1 then 
      GOSUB *DBLHAN 
      if FDBL=1 then ITISU=ITISU+1  :WT=Z1:WY=Z2 
      if FDBL=0 then NITISU=NITISU+1:UT=Z1:UY=Z2 
     end if 
    NEXT UU 
    RETURN 
    :: 
*KUZURETWONB 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' 
  FOR W=1 TO TWONBN 
   TY=TWONBLT(W,0):T=TWONBLT(W,1):Y=TWONBLT(W,2):TWOLG=TWONBLT(W,3) 
   if H(T,Y)=0 then 
    FOR Q2=1 TO 2 
     if TY=1 then D1=2:D2=3:RD=4 else D1=3:D2=2:RD=1 
     if Q2=1 then GT=T:GY=Y:GD=D1 else 
GT=T+(TWOLG-1)*ZT(D1):GY=Y+(TWOLG-1)*ZY(D1):GD=RD 
     ' bundan_syori 
     FT=GT+ZT(D2):FY=GY+ZY(D2) 
     FOR I2=1 TO 2:FOR J2=1 TO 2 
      ' MT,MY_set 
      if I2=1 then 
       if J2=1 then DD=FND2(GD) else DD=FND2(D2) 
       MT=GT+ZT(DD):MY=GY+ZY(DD) 
      else   ' I2=2 
       if J2=1 then DD=FND2(GD) else DD=D2 
       MT=FT+ZT(DD):MY=FY+ZY(DD) 
      end if 
      ' KARI()_sakusei 
      if H(MT,MY)=0 then 
       KARI(1,1)=MT:KARI(1,2)=MY 
       if I2=1 then AT=FT:AY=FY:BT=GT:BY=GY else AT=GT:AY=GY:BT=FT:BY=FY 
       FOR I9=2 TO TWOLG+1 
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        if (I9 MOD 2)=0 then CT=AT:CY=AY else CT=BT:CY=BY 
        KARI(I9,1)=CT+(I9-2)*ZT(GD):KARI(I9,2)=CY+(I9-2)*ZY(GD) 
       NEXT I9 
       ' bundan_hantei 
       CHTY=1:KARIN=TWOLG+1:GOSUB *BUNDANCH 
       if FBUNDAN=1 then H(MT,MY)=-1:CH(MT,MY)=1:FKZ=1: RETURN 
      end if 
    NEXT J2,I2,Q2 
   end if 
  NEXT W 
  RETURN 
  :: 
*DOSUKOSIBDAN 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A 
  FOR W=1 TO HKRNB-1:FOR U=W+1 TO HKRNB 
   FOR I9=1 TO HSYNLT(W,0,0):FOR J9=1 TO HSYNLT(U,0,0) 
    PT=HSYNLT(W,I9,1):PY=HSYNLT(W,I9,2): QT=HSYNLT(U,J9,1):QY=HSYNLT(U,J9,2) 
    if ((PT<>QT)AND(PY<>QY))AND(D$(PT,PY)=D$(QT,QY)) then 
     FOR V=1 TO KRNB 
      if KRNBLT(V,0,1)=0 then 
       SV=V:SESYCASE=3:GOSUB *DBHMAKE 
       Z1=PT:Z2=PY:GOSUB *DBLHAN: PDBL=FDBL 
       Z1=QT:Z2=QY:GOSUB *DBLHAN: QDBL=FDBL 
       if (PDBL=1)AND(QDBL=1) then 
        P$=D$(PT,PY) 
        if (H(PT,QY)=0)AND(D$(PT,QY)=P$) then H(PT,QY)=1:CH(PT,QY)=1:FKZ=1 
        if (H(QT,PY)=0)AND(D$(QT,PY)=P$) then H(QT,PY)=1:CH(QT,PY)=1:FKZ=1 
        if FKZ=1 then RETURN 
       end if 
      end if 
     NEXT V 
    end if 
   NEXT J9,I9 
  NEXT U,W 
  ' case_B 
  FOR I=1 TO GN:FOR J=1 TO GN: CHSYO(I,J)=0: NEXT J,I 
  ' 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
    GOSUB *BLITISU 
    FOR BI=1 TO BLITSU:FOR IQ=1 TO ITI(BI,0,0) 
      ITN=ITI(BI,0,0):T=ITI(BI,IQ,1):Y=ITI(BI,IQ,2): T$=D$(T,Y) 
      if CHSYO(T,Y)=0 then 
       CHSYO(T,Y)=1 
       JYH=IQ:GOSUB *JYOGAIKARI   ' KARI()_sakusei 
       ' kosa-retu_tuika 
       MTY=3-TY:Z1=T:Z2=Y:GOSUB *JYGAITOROKU 
       ' hantei 
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       if KARIN>=2 then 
        CHTY=2: GOSUB *BUNDANCH 
        if FBUNDAN=1 then H(T,Y)=1:CH(T,Y)=1:FKZ=1: RETURN 
       end if 
      end if 
    NEXT IQ,BI 
  NEXT IG,TY 
  ' case_C 
  FOR T=2 TO GN-1:FOR Y=2 TO GN-1 
   MQT=T:MQY=Y:GOSUB *MAWARIMASU 
   if (KRN=1)AND(AKN=3) then 
    FOR DD=1 TO 4 
     GOSUB *DAIYADATA 
     if (A=1)AND(B$=D$) then 
      TY=((DD-1) mod 2)+1: BLITSU=0 
      if TY=1 then IG1=T:IG2=CT else IG1=Y:IG2=CY 
      IG=IG1:IC$=B$:GOSUB *ITILIST: ITN1=ITN 
      KRKTY=1:J1T=BT:J1Y=BY:J2T=DT:J2Y=DY:GOSUB *ITILTTIGIME  ' GLT_sakusei 
      IG=IG2:IC$=C$:GOSUB *ITILIST: ITN2=ITN 
      if (ITN1>=3)AND(ITN2>=2) then 
       ' KARI()_sakusei 
       KARIN=2:KARI(1,1)=BT:KARI(1,2)=BY:KARI(2,1)=DT:KARI(2,2)=DY 
       KRKTY=2:J1T=CT:J1Y=CY:J2T=CT:J2Y=CY:GOSUB *ITILTTIGIME 
       ' hantei 
       FOR I9=1 TO KARIN: H(KARI(I9,1),KARI(I9,2))=1: NEXT I9 ' kari_oki 
       KAKUDAITYPE=1:BNSTART=1:ST=BT:SY=BY:GOSUB *KAKUDAISYORI 
       FOR I9=1 TO KARIN: H(KARI(I9,1),KARI(I9,2))=0: NEXT I9 ' modosi 
       if HENSU=2 then 
        FOR I9=1 TO GSU 
         GT=GLT(I9,1):GY=GLT(I9,2): H(GT,GY)=1:CH(GT,GY)=1:FKZ=1 
        NEXT I9 
        RETURN 
       end if 
      end if 
     end if 
    NEXT DD 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
  *BLITISU 
    GOSUB *ITISU 
    BLITSU=0 
    if MAXSU>=2 then 
     FOR Q=1 TO 20 
      if N(Q)>=2 then 
       BLITSU=BLITSU+1: ITI(BLITSU,0,0)=N(Q) 
       IC$=SM$(Q):GOSUB *ITILIST 
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      end if 
     NEXT Q 
    end if 
    RETURN 
    :: 
  *ITISU 
    ' -- par. TY,IG -- 
    FOR Q=1 TO 20: N(Q)=0: NEXT Q 
    ' 
    FOR U9=1 TO GN 
     if TY=1 then T=IG:Y=U9 else T=U9:Y=IG 
     if H(T,Y)=0 then A$=D$(T,Y):GOSUB *ITIMOJISU 
    NEXT U9 
    MAXSU=0: ITINM=0 
    FOR Q=1 TO 20 
     if N(Q)>=2 then ITINM=ITINM+1 
     if N(Q)>MAXSU then MAXSU=N(Q) 
    NEXT Q 
    RETURN 
    :: 
  *ITILIST 
    ' -- par. TY,IG,IC$,BLITSU  -- 
    ITN=0 
    FOR U9=1 TO GN 
     if TY=1 then IT=IG:IY=U9 else IT=U9:IY=IG 
     if (H(IT,IY)=0)and(D$(IT,IY)=IC$) then 
      ITN=ITN+1: ITI(BLITSU,ITN,1)=IT:ITI(BLITSU,ITN,2)=IY 
     end if 
    NEXT U9 
    RETURN 
    :: 
  *ITIMOJISU 
    A=ASC(A$) 
    if A<=57 then MJBAN=A-48 else MJBAN=A-55 
    N(MJBAN)=N(MJBAN)+1 
    RETURN 
    :: 
  *ITILTTIGIME 
    ' -- par. KRKTY, J1T,J1Y,J2T,J2Y -- 
    if KRKTY=1 then GSU=0 
    FOR U9=1 TO ITN 
     IT=ITI(0,U9,1):IY=ITI(0,U9,2) 
     if ((IT<>J1T)OR(IY<>J1Y))AND((IT<>J2T)OR(IY<>J2Y)) then 
      if KRKTY=1 then GSU=GSU+1:GLT(GSU,1)=IT:GLT(GSU,2)=IY 
      if KRKTY=2 then KARIN=KARIN+1:KARI(KARIN,1)=IT:KARI(KARIN,2)=IY 
     end if 
    NEXT U9 
    RETURN 
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    :: 
  *JYOGAIKARI 
    KARIN=0 
    FOR U9=1 TO ITN 
     IT=ITI(BI,U9,1):IY=ITI(BI,U9,2) 
     if (U9<>JYH) then KARIN=KARIN+1:KARI(KARIN,1)=IT:KARI(KARIN,2)=IY 
    NEXT U9 
    RETURN 
    :: 
  *JYGAITOROKU 
    ' -- par. MTY, Z1,Z2 -- 
    FOR RG=1 TO GN 
     if MTY=1 then JY=Z2:KT=Z1:KY=RG else JY=Z1:KT=RG:KY=Z2 
     if (RG<>JY)AND(H(KT,KY)=0)AND(D$(KT,KY)=D$(Z1,Z2)) then 
      KARIN=KARIN+1:KARI(KARIN,1)=KT:KARI(KARIN,2)=KY 
     end if 
    NEXT RG 
    RETURN 
    :: 
*PAIR2KUMI 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' 
  FOR I=1 TO PRKMN 
   TY=PRKMLT(I,0):A1T=PRKMLT(I,1):A1Y=PRKMLT(I,2): 
   B1T=PRKMLT(I,3):B1Y=PRKMLT(I,4) 
   if H(A1T,A1Y)=0 then 
    if TY=1 then A2T=A1T:A2Y=A1Y+1:B2T=B1T:B2Y=B1Y+1: QD1=1:QD2=3 
    if TY=2 then A2T=A1T+1:A2Y=A1Y:B2T=B1T+1:B2Y=B1Y: QD1=2:QD2=4 
    FOR PI=1 TO 2:FOR PJ=1 TO 2:FOR PK=1 TO 2 
     if PJ=1 then MD=QD1 else MD=QD2 
     if PI=1 then 
      if PK=1 then MT=A1T:MY=A1Y:PT=A2T:PY=A2Y else 
MT=A2T:MY=A2Y:PT=A1T:PY=A1Y 
     else 
      if PK=1 then MT=B1T:MY=B1Y:PT=B2T:PY=B2Y else 
MT=B2T:MY=B2Y:PT=B1T:PY=B1Y 
     end if 
     UT=MT+ZT(MD):UY=MY+ZY(MD) 
     if H(UT,UY)=0 then 
      STN=1: SMI(1,1)=UT:SMI(1,2)=UY 
      HGTY=0:SMTYPE=0:ST=PT:SY=PY: CSSU=2:GOSUB *KRSUSUME 
      FOR IK=1 TO SMN: H(SMI(IK,1),SMI(IK,2))=1: NEXT IK     ' kari_oki 
      KNTYPE=0:ST=UT:SY=UY: GOSUB *KURONARABI 
      FBUNDAN=0:FHPZ=0: GOSUB *CHECKSYORI 
      FOR IK=1 TO SMN: H(SMI(IK,1),SMI(IK,2))=0: NEXT IK     ' modosi 
      if FBUNDAN=1 then H(UT,UY)=-1:CH(UT,UY)=1:FKZ=1: RETURN 
     end if 
    NEXT PK,PJ,PI 
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   end if 
  NEXT I 
  RETURN 
  :: 
*KRSUSUMESYORI2 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A 
  FOR H=1 TO 4:FOR R=1 TO GN 
   GOSUB *HENDATA 
   if H(HT,HY)=0 then 
    FGO=1 
    FOR I2=1 TO 2 
     if I2=1 then Y1=H3T:Y2=H3Y:AT=H2T:AY=H2Y:BT=H5T:BY=H5Y 
     if I2=2 then Y1=R3T:Y2=R3Y:AT=R2T:AY=R2Y:BT=R5T:BY=R5Y 
     AV=H(AT,AY):A$=D$(AT,AY): B$=D$(BT,BY) 
     if (Y1>=1)AND(Y1<=GN)AND(Y2>=1)AND(Y2<=GN) then 
      if (D$(Y1,Y2)=H1$)AND((A$=B$)OR(H4$=B$)) then FGO=0: EXIT FOR 
     end if 
    NEXT I2 
    if (FGO=1)and((H5=1)or(H(R5T,R5Y)=1)) then 
     FOR J2=1 TO 2 
      if J2=1 then Y1=H9T:Y2=H9Y:P1=H3T:P2=H3Y:AT=H5T:AY=H5Y 
      if J2=2 then Y1=R9T:Y2=R9Y:P1=R3T:P2=R3Y:AT=R5T:AY=R5Y 
      if (Y1>=1)and(Y1<=GN)and(Y2>=1)and(Y2<=GN) then 
       YV=H(Y1,Y2):Y$=D$(Y1,Y2):P$=D$(P1,P2):R5=H(R5T,R5Y) 
       if (YV=0)and(H(AT,AY)=1)and(P$=H1$) then 
        if Y$=P$ then FGO=0: EXIT FOR 
        if (H5=1)and(R5=1)and(H7=0)and(Y$=H7$) then FGO=0: EXIT FOR 
       end if 
      end if 
     NEXT J2 
    end if 
    if FGO=1 then 
     SMTYPE=1:ST=HT:SY=HY:STN=0: CSSU=2:GOSUB *KRSUSUME 
     if FBUNDAN=1 then H(ST,SY)=-1:CH(ST,SY)=1:FKZ=1: RETURN 
    end if 
   end if 
  NEXT R,H 
  ' case_B 
  FOR T=2 TO GN-1:FOR Y=2 TO GN-1 
   if H(T,Y)=0 then 
    MQT=T:MQY=Y:GOSUB *MAWARIMASU 
    if NKRN=0 then 
     SMTYPE=0:ST=T:SY=Y: CSSU=2:GOSUB *KRSUSUME 
     ' hantei 
     FOR IK=1 TO SMN: H(SMI(IK,1),SMI(IK,2))=1: NEXT IK  ' kari_oki 
     KNTYPE=0:ST=T:SY=Y: GOSUB *KURONARABI 
     FBUNDAN=O:FHPZ=0: GOSUB *CHECKSYORI 
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     FOR IK=1 TO SMN: H(SMI(IK,1),SMI(IK,2))=0: NEXT IK  ' modosi 
     if FBUNDAN=1 then H(T,Y)=-1:CH(T,Y)=1:FKZ=1: RETURN 
    end if 
   end if 
  NEXT Y,T 
  ' case_C 
  if FKAKUDAI3=1 then 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
   GOSUB *BLITISU 
   FOR BI=1 TO BLITSU 
    if ITI(BI,0,0)>=3 then 
     FOR Q3=1 TO ITI(BI,0,0) 
      ITN=ITI(BI,0,0):MT=ITI(BI,Q3,1):MY=ITI(BI,Q3,2) 
      JYH=Q3:GOSUB *JYOGAIKARI   ' KARI()_sakusei 
      ' KNB()_sakusei 
      FOR IK=1 TO KARIN: H(KARI(IK,1),KARI(IK,2))=1: NEXT IK  ' kari_oki 
      ST=KARI(1,1):SY=KARI(1,2):BNSTART=0:KAKUDAITYPE=1: 
      GOSUB *KAKUDAISYORI 
      FOR IK=1 TO KARIN: H(KARI(IK,1),KARI(IK,2))=0: NEXT IK  ' modosi 
      FGO1=0:FGO2=0:  ' hantei  
      FOR QQ=1 TO KNB 
       DBN=KARIN: 
       FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=KARI(IK,IJ):NEXT IJ,IK 
       Z1=KNB(QQ,1):Z2=KNB(QQ,2):GOSUB *DBLHAN: HDBL=FDBL 
       if (HDBL=1)AND(FGO1=0) then 
        SMTYPE=1: STN=0:ST=Z1:SY=Z2:GOSUB *KRSUSUME 
        if FBUNDAN=1 then FGO1=1 
       end if 
       if (HDBL=0)AND(FGO2=0) then 
        Z1=KNB(QQ,1):Z2=KNB(QQ,2):SESYCASE=2:VS=1:GOSUB *SESYOKUCH 
        if FDBL=1 then FGO2=1 
       end if 
      NEXT QQ 
      ' 
      if (FGO1=1)AND(FGO2=1) then H(MT,MY)=1:CH(MT,MY)=1:FKZ=1: RETURN 
     NEXT Q3 
    end if 
  NEXT BI,IG,TY 
  ' case_D 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
   GOSUB *BLITISU 
   FOR BI=1 TO BLITSU 
    ITN=ITI(BI,0,0): IC$=D$(ITI(BI,1,1),ITI(BI,1,2)) 
    if ITN>=3 then 
     FGO=0:HANSU=2:GOSUB *ITIBDANCH    ' bundan_check 
     if FGO=1 then 
      FOR I9=1 TO ITN-1 
       PT=ITI(BI,I9,1):PY=ITI(BI,I9,2):QT=ITI(BI,I9+1,1):QY=ITI(BI,I9+1,2) 
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       if (ABS(PT-QT)+ABS(PY-QY))=2 then 
        ' jyoken_check 
        FOR IK=1 TO I9: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK   ' kari_oki 
        FOR IK=I9+1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=-1: NEXT IK 
        KAKUDAITYPE=1:ST=PT:SY=PY:GOSUB *KAKUDAISYORI 
        FGO=0:HANSU=1:GOSUB *RYOBDCH: PGO=FGO 
        FOR IK=1 TO I9: H(ITI(BI,IK,1),ITI(BI,IK,2))=-1: NEXT IK  ' kari_oki 
        FOR IK=I9+1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK 
        KAKUDAITYPE=1:ST=QT:SY=QY:GOSUB *KAKUDAISYORI: QHSU=HENSU 
        FGO=0:HANSU=1:GOSUB *RYOBDCH: QGO=FGO 
        FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=0: NEXT IK  ' modosi 
        if (PGO=1)AND(QGO=1) then 
         FOR I2=1 TO 2 
          if I2=1 then D1=TY:D2=fnD1(TY) else D1=fnD1(TY):D2=TY 
          UT=PT+HT(D1):UY=PY+HY(D1): WT=PT+HT(D2):WY=PY+HY(D2) 
          ' hantei 
          if (UT=1)or(UT=GN)or(UY=1)or(UY=GN) then 
           if H(UT,UY)=0 then H(UT,UY)=-1:CH(UT,UY)=1:FKZ=1: RETURN 
          end if 
          FGO=0 
          if (H(UT,UY)=0)and(H(WT,WY)<>1) then FGO=1 
          if (H(UT,UY)=0)and(H(WT,WY)=1)  then 
           D3=fnD1(TY):D4=fnD3(TY) 
           AT=UT+ZT(D3):AY=UY+ZY(D3):BT=UT+ZT(D4):BY=UY+ZY(D4) 
           if (D$(AT,AY)<>IC$)and(D$(BT,BY)<>IC$) then FGO=1 
          end if 
          if FGO=1 then 
           SMTYPE=1:STN=0: HGTY=0:ST=UT:SY=UY:GOSUB *KRSUSUME 
           if FBUNDAN=1 then H(UT,UY)=-1:CH(UT,UY)=1:FKZ=1: RETURN 
          end if 
         NEXT I2 
        end if 
       end if 
      NEXT I9 
     end if 
    end if 
  NEXT BI,IG,TY 
  end if 
  RETURN 
  :: 
  *ITIBDANCH 
    FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK   ' kari_oki 
    FHARI=0:    ' hen_ari 
    FOR IA=1 TO ITN 
     AT=ITI(BI,IA,1):AY=ITI(BI,IA,2) 
     if (AT=1)OR(AT=GN)OR(AY=1)OR(AY=GN) then FHARI=1: EXIT FOR 
    NEXT IA 
    if FHARI=1 then ST=AT:SY=AY else ST=ITI(BI,1,1):SY=ITI(BI,1,2) 
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    BNSTART=1: KAKUDAITYPE=1:GOSUB *KAKUDAISYORI: MHENSU=HENSU 
    FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=0: NEXT IK   ' modosi 
    GOSUB *RYOBDCH   ' hantei 
    RETURN 
    :: 
  *RYOBDCH 
    if HENSU>=HANSU then FGO=1:RETURN 
    SEYSU=0:   ' FKAKUDAI3=1-case_tuika-hantei 
    if FKAKUDAI3=1 then 
     FOR YI=1 TO KNB 
      Z1=KNB(YI,1):Z2=KNB(YI,2): SESYCASE=2:VS=1:GOSUB *SESYOKUCH 
      if (FDBL=1)and(SEYSU=0) then SEYSU=1:SEYW=VI 
      if (FDBL=1)and(SEYSU=1)and(VI<>SEYW) then SEYSU=2 
      if SEYSU>=HANSU then FGO=1:RETURN 
     NEXT YI 
    end if 
    RETURN 
    :: 
*KAKUDAILIST2 
  ' case_A 
  FOR W=1 TO KRNB 
   if KRNBLT(W,0,1)=0 then 
    FOR I9=1 TO SYNLT(W,0,0)-1:FOR J9=I9+1 TO SYNLT(W,0,0) 
     PT=SYNLT(W,I9,1):PY=SYNLT(W,I9,2):QT=SYNLT(W,J9,1):QY=SYNLT(W,J9,2) 
     HSN=0: if (PT=1)OR(PT=GN)OR(PY=1)OR(PY=GN) then HSN=HSN+1 
            if (QT=1)OR(QT=GN)OR(QY=1)OR(QY=GN) then HSN=HSN+1 
     if (HSN=2)AND((PT=QT)OR(PY=QY))AND(D$(PT,PY)=D$(QT,QY)) then 
      ' tojiwa_KRMShasei 
      GOSUB *KRMSHASEI: if FKZ=1 then RETURN 
      ' HKRNBLT()_tuika 
      ZOKATY=1:PJ=W:J1T=PT:J1Y=PY:J2T=QT:J2Y=QY:GOSUB *NEWHKRNB 
     end if 
    NEXT J9,I9 
   end if 
  NEXT W 
  ' case_B 
  FOR H=1 TO 4:FOR R=3 TO GN-2 
   GOSUB *HENDATA: R2$=D$(R2T,R2Y):R3$=D$(R3T,R3Y) 
   PT=R2T+ZT(D2):PY=R2Y+ZY(D2):QT=H5T:QY=H5Y: PV=H(PT,PY):QV=H5 
   if (PV=0)AND(QV=0)AND(D$(PT,PY)=D$(QT,QY))AND(R2$=R3$)AND(H2$=H3$) then 
    ' case_B1 
    if H(HT,HY)=0 then H(HT,HY)=-1:CH(HT,HY)=1:FKZ=1: RETURN 
    ' case_B2 
    KT=H7T:KY=H7Y 
    if H(KT,KY)=1 then   ' tojiwa_KRMShasei 
     GOSUB *KRMSHASEI: if FKZ=1 then RETURN 
    end if 
    if H(KT,KY)<>-1 then SYOTY=1:ZOKATY=1:GOSUB *HKRNBADDSYO 
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   end if 
  NEXT R,H 
  ' case_C 
  GOSUB *PAIRSRLIST 
  GOSUB *KRNBKETUGOSYO 
  RETURN 
  :: 
  *KRMSHASEI 
    ' -- par. PT,PY,QT,QY -- 
    KJ$=D$(PT,PY) 
    if PT=QT then T=PT:JY1=PY:JY2=QY:GOSUB *YOKO1TORI 
    if PY=QY then Y=PY:JT1=PT:JT2=QT:GOSUB *TATE1TORI 
    RETURN 
    :: 
*PAIRSRLIST 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A 
  W=1: WHILE W<=HKRNB-1 
  U=W+1: WHILE U<=HKRNB 
   WTY=HKRSYTY(W):WHKB=HKRNBLT(W,0,0): 
   UTY=HKRSYTY(U):UHKB=HKRNBLT(U,0,0) 
   if ((WTY=1)OR((WTY=2)AND(WHKB>=1)))AND((UTY=1)OR((UTY=2)AND(UHKB>=1))) 
then 
    FOR I9=1 TO HSYNLT(W,0,0):FOR J9=1 TO HSYNLT(U,0,0) 
     PT=HSYNLT(W,I9,1):PY=HSYNLT(W,I9,2): QT=HSYNLT(U,J9,1):QY=HSYNLT(U,J9,2) 
     if ((PT=QT)OR(PY=QY))AND(D$(PT,PY)=D$(QT,QY)) then 
      ' kyori-wake_syori 
      if (ABS(PT-QT)=2)OR(ABS(PY-QY)=2) then VN=2:GOSUB *KYORI2HKRNBZOKA 
      if (ABS(PT-QT)>=4)OR(ABS(PY-QY)>=4) then GOSUB *PAIRSR2SYO 
      if FKZ=1 then RETURN 
     end if 
    NEXT J9,I9 
   end if 
  U=U+1: WEND 
  W=W+1: WEND 
  ' case_B 
  W=1: WHILE W<=HKRNB 
   FOR I9=1 TO HSYNLT(W,0,0)-1:FOR J9=I9+1 TO HSYNLT(W,0,0) 
    PT=HSYNLT(W,I9,1):PY=HSYNLT(W,I9,2): QT=HSYNLT(W,J9,1):QY=HSYNLT(W,J9,2) 
    if ((PT=QT)OR(PY=QY))AND(D$(PT,PY)=D$(QT,QY)) then 
     SV=W:SESYCASE=2: SN=2:GOSUB *ITISUSIRABE 
     if (PITISU=1)AND(QITISU=1) then 
      GOSUB *TEKIGOHAN   ' TYPE_wake 
      ' type-wake_syori 
      if PRSRTY=1 then VN=1:GOSUB *KYORI2HKRNBZOKA 
      if PRSRTY=2 then GOSUB *PAIRSR2SYO 
      if FKZ=1 then RETURN 
     end if 
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    end if 
   NEXT J9,I9 
  W=W+1: WEND 
  ' case_C 
  FOR H=1 TO 4:FOR R=2 TO GN-1 
   GOSUB *HENDATA: QT=HT:QY=HY:RD=FND2(D1) 
   if H(QT,QY)=0 then 
    FOR IQ=2 TO GN-1 STEP 2 
     PT=HT+IQ*ZT(D2):PY=HY+IQ*ZY(D2) 
     if (H(PT,PY)=0)AND(D$(PT,PY)=D$(QT,QY)) then 
      SESYCASE=1:VS=1:Z1=PT:Z2=PY:GOSUB *SESYOKUCH: MDBL=FDBL 
      if MDBL=1 then 
       SV=VI:SESYCASE=2: SN=1:GOSUB *ITISUSIRABE 
       if PITISU=1 then 
        ' kyori-wake_syori 
        FGO=0:if ((H MOD 2)=1)AND(PWT<>2)AND(PWT<>GN-1) then FGO=1 
              if ((H MOD 2)=0)AND(PWY<>2)AND(PWY<>GN-1) then FGO=1 
        if (IQ=2)AND(FGO=1) then VN=1:GOSUB *KYORI2HKRNBZOKA 
        if IQ>=4 then GOSUB *PAIRSR2SYO 
        if FKZ=1 then RETURN 
       end if 
      end if 
     end if 
    NEXT IQ 
   end if 
  NEXT R,H 
  RETURN 
  :: 
  *ITISUSIRABE 
    ' -- par. SV,SESYCASE, SN,PT,PY (,QT,QY) -- 
    GOSUB *DBHMAKE 
    MT=PT:MY=PY:GOSUB *ITICH: PITISU=ITISU:PWT=WT:PWY=WY 
    if SN=2 then MT=QT:MY=QY:GOSUB *ITICH: QITISU=ITISU:QWT=WT:QWY=WY 
    RETURN 
    :: 
  *TEKIGOHAN 
    ' -- par. PT,PY,QT,QY, PWT,PWY,QWT,QWY -- 
    FGO=0: PRSRTY=0 
    if (ABS(PT-QT)=2)OR(ABS(PY-QY)=2) then 
     if (PWT<>QWT)OR(PWY<>QWY) then FGO=1: PRSRTY=1 
     if (PWT=QWT)AND(PWY=QWY) then 
      if PT=QT then RT=2*PT-PWT :RY=(PY+QY)/2 
      if PY=QY then RT=(PT+QT)/2:RY=2*PY-PWY 
      if H(RT,RY)=-1 then FGO=1: PRSRTY=2 
     end if 
    end if 
    if (ABS(PT-QT)>=4)OR(ABS(PY-QY)>=4) then FGO=1: PRSRTY=2 
    RETURN 
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    :: 
  *KYORI2HKRNBZOKA 
    if PT=QT then O1T=PT-1:O1Y=(PY+QY)/2:O2T=PT+1:O2Y=O1Y 
    if PY=QY then O1T=(PT+QT)/2:O1Y=PY-1:O2T=O1T:O2Y=PY+1 
    O1V=H(O1T,O1Y):O2V=H(O2T,O2Y): ZOKATY=2 
    ' (O1V=1)or(O2V=1)_syori 
    if (O1V=1)OR(O2V=1) then 
     ' tojiwa_KRMShasei 
     GOSUB *KRMSHASEI: if FKZ=1 then RETURN 
     ' KRNBLT(*,0,1)=1_ka( or jyogai ) 
     if O1V=1 then Z1=O1T:Z2=O1Y else Z1=O2T:Z2=O2Y 
     GOSUB *SEKRNBCH 
     if FDBL=1 then KRNBLT(VI,0,1)=1 else RETURN 
    end if 
    FOR KYI=1 TO 2 
     if KYI=1 then KT=O1T:KY=O1Y else KT=O2T:KY=O2Y 
     if H(KT,KY)=1 then GOSUB *HKRNBADD 
     if H(KT,KY)=0 then GOSUB *HGKRMS0SAKUSEI 
    NEXT KYI 
    RETURN 
    :: 
  *HKRNBADD 
    H(PT,PY)=-1:H(QT,QY)=-1      ' kari_oki 
    JYG=0: KAKUDAITYPE=2:BNSTART=0:GOSUB *KAKUDAISYORI 
    H(PT,PY)=0 :H(QT,QY)=0       ' modosi 
    if SESYN>=1 then ZOKATY=2:GOSUB *HKRSYSAKUSEI 
    RETURN 
    :: 
  *PAIRSR2SYO 
    ' -- par. PT,PY,QT,QY -- 
    FOR PJ=1 TO KRNB 
     if KRNBLT(PJ,0,1)=0 then 
      SV=PJ:SESYCASE=3:GOSUB *DBHMAKE 
      Z1=PT:Z2=PY:GOSUB *DBLHAN: PDBL=FDBL 
      Z1=QT:Z2=QY:GOSUB *DBLHAN: QDBL=FDBL 
      if (PDBL=1)AND(QDBL=1) then 
       ' tojiwa_KRMShasei 
       GOSUB *KRMSHASEI: if FKZ=1 then RETURN 
       ' HKRNBLT()_tuika 
       ZOKATY=2:J1T=PT:J1Y=PY:J2T=QT:J2Y=QY:GOSUB *NEWHKRNB 
      end if 
     end if 
    NEXT PJ 
    RETURN 
    :: 
*KRNBKETUGOSYO 
  FOR U=1 TO KRNB 
   if (KRNBLT(U,0,1)=0)AND(KRNBLT(U,0,0)>=2)AND(SYNLT(U,0,0)>=2) then 
パズル「ひとりにしてくれ」の難易度について 111
    FOR I9=1 TO SYNLT(U,0,0)-1:FOR J9=I9+1 TO SYNLT(U,0,0) 
     PT=SYNLT(U,I9,1):PY=SYNLT(U,I9,2): QT=SYNLT(U,J9,1):QY=SYNLT(U,J9,2) 
     if ((PT=QT)OR(PY=QY))AND(D$(PT,PY)=D$(QT,QY)) then 
      SV=U:SESYCASE=4: SN=2:GOSUB *ITISUSIRABE 
      if (PITISU=1)AND(QITISU=1) then 
       GOSUB *TEKIGOHAN 
       if FGO=1 then 
        FOR W=1 TO KRNB 
         if (W<>U)AND(KRNBLT(W,0,1)=0)AND(KRNBLT(W,0,0)>=1) then 
          SV=W:SESYCASE=3:GOSUB *DBHMAKE 
          Z1=PT:Z2=PY: GOSUB *DBLHAN: PDBL=FDBL 
          Z1=QT:Z2=QY: GOSUB *DBLHAN: QDBL=FDBL 
          if (PDBL=1)AND(QDBL=1) then 
           ' tojiwa_KRMShasei 
           GOSUB *KRMSHASEI: if FKZ=1 then RETURN 
           ' ketugo_syori 
           AT=PT:AY=PY:BT=QT:BY=QY:GOSUB *KRNBKETUGO 
          end if 
         end if 
        NEXT W 
       end if 
      end if 
     end if 
    NEXT J9,I9 
   end if 
  NEXT U 
  RETURN 
  :: 
  *KRNBKETUGO 
    ' -- par. W,U, AT,AY,BT,BY -- 
    KRNBLT(W,0,1)=-1 
    ' 
    KU=KRNBLT(U,0,0): KRNBLT(U,0,0)=KU+KRNBLT(W,0,0) 
    FOR IK=1 TO KRNBLT(W,0,0):FOR IJ=1 TO 2 
     KRNBLT(U,KU+IK,IJ)=KRNBLT(W,IK,IJ) 
    NEXT IJ,IK 
    SYU=SYNLT(U,0,0): MSYU=SYU 
    FOR IQ=1 TO SYNLT(W,0,0) 
     ST=SYNLT(W,IQ,1):SY=SYNLT(W,IQ,2) 
     if ((ST<>AT)OR(SY<>AY))AND((ST<>BT)OR(SY<>BY)) then 
      DBN=MSYU 
      FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=SYNLT(U,IK,IJ):NEXT IJ,IK 
      Z1=ST:Z2=SY:GOSUB *DBLHAN 
      if FDBL=0 then  
    SYU=SYU+1:SYNLT(U,SYU,0)=1:SYNLT(U,SYU,1)=ST:SYNLT(U,SYU,2)=SY 
      else 
       KTDB=DBI 
       SV=W:SESYCASE=4:GOSUB *DBHMAKE: MT=ST:MY=SY:GOSUB *ITICH 
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       if ITISU>=1 then SYNLT(U,KTDB,0)=2 
      end if 
     end if 
    NEXT IQ 
    SYNLT(U,0,0)=SYU 
    RETURN 
    :: 
*HGDAIYATOJIWA 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' 
  FOR TY=1 TO 2:FOR IG=1 TO GN:FOR IR=1 TO GN 
   if TY=1 then T=IG:Y=IR:DD=2 else T=IR:Y=IG:DD=3 
   D1=FND1(DD):D3=FND3(DD): T$=D$(T,Y) 
   if H(T,Y)=0 then 
    FREZ=1: PT=T:PY=Y:PV=1 
    WHILE FREZ=1 
     FREZ=0 
     if PV=-1 then 
      LOOPE=0: PT=PT+ZT(DD):PY=PY+ZY(DD) 
      WHILE  (LOOPE=0)and(PT<=GN)and(PY<=GN) 
       if (H(PT,PY)=0)and(D$(PT,PY)=DT$) then 
        LOOPE=1: FREZ=1: PV=1 
       else 
        PT=PT+ZT(DD):PY=PY+ZY(DD) 
       end if 
      WEND 
     else      ' PV=1 
      P1T=PT+ZT(D3):P1Y=PY+ZY(D3):P2T=PT+ZT(D1):P2Y=PY+ZY(D1) 
      A1T=PT+HT(D3):A1Y=PY+HY(D3):A2T=PT+ZT(DD): 
      A2Y=PY+ZY(DD):A3T=PT+HT(DD):A3Y=PY+HY(DD) 
      B1T=PT+2*HT(D3):B1Y=PY+2*HY(D3):B2T=A1T+ZT(DD):B2Y=A1Y+ZY(DD): 
      B3T=A2T+ZT(DD):B3Y=A2Y+ZY(DD):B4T=A3T+ZT(DD):B4Y=A3Y+ZY(DD): 
      B5T=PT+2*HT(DD):B5Y=PY+2*HY(DD) 
      C1T=B1T+ZT(DD):C1Y=B1Y+ZY(DD):C2T=B2T+ZT(DD):C2Y=B2Y+ZY(DD): 
      C3T=B3T+ZT(DD):C3Y=B3Y+ZY(DD):C4T=B4T+ZT(DD):C4Y=B4Y+ZY(DD): 
      C5T=B5T+ZT(DD):C5Y=B5Y+ZY(DD) 
      D1T=C2T+ZT(DD):D1Y=C2Y+ZY(DD):D2T=C3T+ZT(DD):D2Y=C3Y+ZY(DD): 
      D3T=C4T+ZT(DD):D3Y=C4Y+ZY(DD): 
      P1=H(P1T,P1Y):P2=H(P2T,P2Y):P1$=D$(P1T,P1Y):P2$=D$(P2T,P2Y):A2$=D$(A2T,A2Y) 
      A1=H(A1T,A1Y):A2=H(A2T,A2Y):A3=H(A3T,A3Y):A1$=D$(A1T,A1Y):A3$=D$(A3T,A3Y) 
      ' 
      GSU=0: if (A1=1)or((A1=0)and(P1$=A1$)) then GSU=GSU+1 
             if (A3=1)or((A3=0)and(P2$=A3$)) then GSU=GSU+1 
      if GSU=2 then 
       ' case_1 
       if (B1T>=1)and(B1T<=GN)and(B1Y>=1)and(B1Y<=GN) then 
       if (B5T>=1)and(B5T<=GN)and(B5Y>=1)and(B5Y<=GN) then 
       if (D2T<=GN)and(D2Y<=GN) then 
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        GSU=0: C2=H(C2T,C2Y):C4=H(C4T,C4Y):C2$=D$(C2T,C2Y):C4$=D$(C4T,C4Y) 
        if (C2=0)and((D$(C1T,C1Y)=C2$)or(D$(D1T,D1Y)=C2$)) then GSU=GSU+1 
        if (C4=0)and((D$(C5T,C5Y)=C4$)or(D$(D3T,D3Y)=C4$)) then GSU=GSU+1 
        if (H(D2T,D2Y)=0)and(GSU=2) then 
FREZ=1:PT=D2T:PY=D2Y:PV=-1:DT$=D$(PT,PY) 
       end if 
       end if 
       end if 
       ' case_2 
       if (FREZ=0)and(B3T<=GN)and(B3Y<=GN) then 
        if H(B3T,B3Y)=0 then FREZ=1:PT=B3T:PY=B3Y:PV=-1:DT$=D$(PT,PY) 
       end if 
      end if 
     end if 
     ' hantei 
     if (FREZ=1)AND(D$(PT,PY)=T$)AND(PV=-1) then 
      if TY=1 then KJ$=T$:JY1=Y:JY2=PY:GOSUB *YOKO1TORI 
      if TY=2 then KJ$=T$:JT1=T:JT2=PT:GOSUB *TATE1TORI 
      if FKZ=1 then RETURN 
     end if 
    WEND 
   end if 
  NEXT IR,IG,TY 
  RETURN 
  :: 
*BYPASSSYORI 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' -- case_A -- 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
    GOSUB *BLITISU 
    FOR BI=1 TO BLITSU 
     ITN=ITI(BI,0,0):TKYO=abs(ITI(BI,1,1)-ITI(BI,2,1)):YKYO=abs(ITI(BI,1,2)-ITI(BI,2,2)) 
     if (ITN>=3)or((ITN=2)and((TKYO>=4)or(YKYO>=4))) then 
      FGO=0:HANSU=2:GOSUB *ITIBDANCH    ' bundan_check 
      if FGO=1 then 
       ' case_A1 
       FOR I9=1 TO ITN 
        T=ITI(BI,I9,1):Y=ITI(BI,I9,2) 
        FOR DU=1 TO 4 
         D1=FND1(DU): CT=T+2*ZT(D1):CY=Y+2*ZY(D1) 
         if (CT>=1)AND(CT<=GN)AND(CY>=1)AND(CY<=GN) then 
          AT=T+HT(DU):AY=Y+HY(DU):BT=T+HT(D1):BY=Y+HY(D1) 
          ATI=1:GOSUB *SOTOWAKUTI      ' change_soTOwaku-TI 
          FGO=0: AV=H(AT,AY):BV=H(BT,BY):CV=H(CT,CY) 
          ATI=-1:GOSUB *SOTOWAKUTI     ' modosi_soTOwaku-TI 
          if (AV=1)AND(BV=1)AND(CV=0) then FGO=1: MT=CT:MY=CY 
          if (AV=1)AND(BV=0)AND(CV=1) then FGO=1: MT=BT:MY=BY 
          if (AV=0)AND(BV=1)AND(CV=1) then FGO=1: MT=AT:MY=AY 
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          if FGO=1 then 
           FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK 
           H(MT,MY)=1:H(T,Y)=0                                  ' kari_oki 
           KAKUDAITYPE=1:ST=MT:SY=MY:GOSUB *KAKUDAISYORI 
           FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=0: NEXT IK 
           H(MT,MY)=0                                           ' modosi 
           if HENSU>=2 then H(MT,MY)=-1:CH(MT,MY)=1:FKZ=1: RETURN 
          end if 
         end if 
       NEXT DU,I9 
       ' case_A2 
       FOR I9=1 TO ITN-1 
        AT=ITI(BI,I9,1):AY=ITI(BI,I9,2):BT=ITI(BI,I9+1,1):BY=ITI(BI,I9+1,2) 
        if (BT=AT+2)OR(BY=AY+2) then 
         if AT=BT then PT=AT-1:PY=AY+1:QT=AT+1:QY=PY 
         if AY=BY then PT=AT+1:PY=AY-1:QT=PT:QY=AY+1 
         if ((H(PT,PY)=0)AND(H(QT,QY)=1))OR((H(PT,PY)=1)AND(H(QT,QY)=0)) then 
          if H(PT,PY)=0 then T=PT:Y=PY else T=QT:Y=QY 
          SESYCASE=1:VS=1:Z1=T:Z2=Y:GOSUB *SESYOKUCH 
          if FDBL=1 then 
           FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK 
           H(BT,BY)=0                                           ' kari_oki 
           KAKUDAITYPE=1:ST=AT:SY=AY:GOSUB *KAKUDAISYORI: AHSU=HENSU 
           H(BT,BY)=1:H(AT,AY)=0                                ' kari_oki 
           KAKUDAITYPE=1:ST=BT:SY=BY:GOSUB *KAKUDAISYORI: BHSU=HENSU 
           FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=0: NEXT IK   ' modosi 
           if (AHSU>=1)AND(BHSU>=1) then H(T,Y)=-1:CH(T,Y)=1:FKZ=1: RETURN 
          end if 
         end if 
        end if 
       NEXT I9 
      end if 
     end if 
    NEXT BI 
  NEXT IG,TY 
  ' -- case_B -- 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
    GOSUB *BLITISU 
    FOR BI=1 TO BLITSU 
     if ITI(BI,0,0)>=3 then 
      FOR Q3=1 TO ITI(BI,0,0) 
       ITN=ITI(BI,0,0):MT=ITI(BI,Q3,1):MY=ITI(BI,Q3,2) 
       JYH=Q3:GOSUB *JYOGAIKARI   ' KARI()_sakusei 
       ' SYNB()_sakusei 
       FOR IK=1 TO KARIN: H(KARI(IK,1),KARI(IK,2))=1: NEXT IK  ' kari_oki 
       ST=KARI(1,1):SY=KARI(1,2):BNSTART=1:KAKUDAITYPE=1:GOSUB 
*KAKUDAISYORI 
       FOR IK=1 TO KARIN: H(KARI(IK,1),KARI(IK,2))=0: NEXT IK  ' modosi 
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       if HENSU=1 then 
        FOR I9=1 TO SESYN-1:FOR J9=I9+1 TO SESYN 
         PT=SYNB(I9,1):PY=SYNB(I9,2):QT=SYNB(J9,1):QY=SYNB(J9,2) 
         TKYO=ABS(PT-QT):YKYO=ABS(PY-QY): P$=D$(PT,PY):Q$=D$(QT,QY) 
         if (((PT=QT)AND(YKYO>=4))OR((PY=QY)AND(TKYO>=4)))AND(P$=Q$) then 
          DBN=TYN: FOR IK=1 TO DBN:FOR IJ=1 TO 2:DBH(IK,IJ)=HZ(IK,IJ): NEXT 
IJ,IK 
          Z1=PT:Z2=PY: GOSUB *DBLHAN: DBL1=FDBL 
          Z1=QT:Z2=QY: GOSUB *DBLHAN: DBL2=FDBL 
          if (DBL1=0)AND(DBL2=0) then 
           Z1=PT:Z2=PY:GOSUB *SEHKR: PDBL=FDBL 
           Z1=QT:Z2=QY:GOSUB *SEHKR: QDBL=FDBL 
           if (PDBL=1)AND(QDBL=1) then H(MT,MY)=1:CH(MT,MY)=1:FKZ=1: RETURN 
          end if 
         end if 
        NEXT J9,I9 
       end if 
      NEXT Q3 
     end if 
    NEXT BI 
  NEXT IG,TY 
  RETURN 
  :: 
*DOKETWONBSYO 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' 
  FOR I=1 TO DKTWON 
   TY=DKTWOLT(I,0): DKTY=DKTWOLT(I,5) 
   A1T=DKTWOLT(I,1):A1Y=DKTWOLT(I,2):B1T=DKTWOLT(I,3):B1Y=DKTWOLT(I,4) 
   GOSUB *DOKETWODATA 
   ' -- case_A( 2-kumi ) -- 
   if H(A1T,A1Y)=0 then 
    FOR I2=1 TO 2 
     KARIN=4:  ' KARI()_sakusei 
     if I2=1 then 
      KARI(1,1)=A1T:KARI(1,2)=A1Y:KARI(2,1)=C2T:KARI(2,2)=C2Y 
      if DKTY=1 then KARI(3,1)=B2T:KARI(3,2)=B2Y:KARI(4,1)=D1T:KARI(4,2)=D1Y 
      if DKTY=2 then KARI(3,1)=B1T:KARI(3,2)=B1Y:KARI(4,1)=D2T:KARI(4,2)=D2Y 
     else    ' I2=2 
      KARI(1,1)=A2T:KARI(1,2)=A2Y:KARI(2,1)=C1T:KARI(2,2)=C1Y 
      if DKTY=1 then KARI(3,1)=B1T:KARI(3,2)=B1Y:KARI(4,1)=D2T:KARI(4,2)=D2Y 
      if DKTY=2 then KARI(3,1)=B2T:KARI(3,2)=B2Y:KARI(4,1)=D1T:KARI(4,2)=D1Y 
     end if 
     CHTY=3: GOSUB *BUNDANCH 
     if (A1$=B1$)or(A1$=B2$) then MT=KARI(1,1):MY=KARI(1,2) else 
MT=KARI(2,1):MY=KARI(2,2) 
     if FBUNDAN=1 then H(MT,MY)=-1:CH(MT,MY)=1:FKZ=1: RETURN 
    NEXT I2 
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   end if 
   ' -- case_B( sankaku-tui ) -- 
   if (TY=1)and(H(A1T,A1Y)=0)and(DKTY=1) then 
    if A1$=C1$ then SPCTY=0 else SPCTY=1 
    if A1$=B1$ then HANTY=1 else HANTY=2 
    FOR T=1 TO GN-1 
     if (T<>A1T)and(T<>A1T-1)and(T<>A1T+1) then 
      FOR J2=1 TO 2 
       if J2=1 then 
        E1T=T:E1Y=A1Y:E2T=T:E2Y=A1Y+1:F1T=T+1:F1Y=A1Y:F2T=T+1:F2Y=A1Y+1 
        G1T=A1T:G1Y=A1Y:G2T=A2T:G2Y=A2Y:H1T=C1T:H1Y=C1Y:H2T=C2T:H2Y=C2Y 
       else 
        E1T=T:E1Y=B1Y:E2T=T:E2Y=B1Y+1:F1T=T+1:F1Y=B1Y:F2T=T+1:F2Y=B1Y+1 
        G1T=B1T:G1Y=B1Y:G2T=B2T:G2Y=B2Y:H1T=D1T:H1Y=D1Y:H2T=D2T:H2Y=D2Y 
       end if 
       E1$=D$(E1T,E1Y):E2$=D$(E2T,E2Y):F1$=D$(F1T,F1Y):F2$=D$(F2T,F2Y) 
       G1$=D$(G1T,G1Y):G2$=D$(G2T,G2Y):H1$=D$(H1T,H1Y):H2$=D$(H2T,H2Y) 
       FGO=0: ' sankaku-tui_jyoken 
       if (SPCTY=0)and(E1$=F1$)and(E2$=F2$) then 
        if ((HANTY=1)and(A1$=E1$))or((HANTY=2)and(A2$=E2$)) then FGO=1 
       end if 
       if (SPCTY=1)and(E1$=G1$)and(E2$=G2$)and(F1$=H1$)and(F2$=H2$) then FGO=1 
       ' hantei 
       if (H(E1T,E1Y)=0)and(FGO=1) then 
        KARIN=4:  ' KARI()_sakusei 
        FOR I2=1 TO 2 
         if I2=1 then 
          KARI(1,1)=E1T:KARI(1,2)=E1Y:KARI(2,1)=F2T:KARI(2,2)=F2Y 
          if J2=1 then KARI(3,1)=B1T:KARI(3,2)=B1Y:KARI(4,1)=D2T:KARI(4,2)=D2Y 
          if J2=2 then KARI(3,1)=A1T:KARI(3,2)=A1Y:KARI(4,1)=C2T:KARI(4,2)=C2Y 
         else     ' I2=2 
          KARI(1,1)=E2T:KARI(1,2)=E2Y:KARI(2,1)=F1T:KARI(2,2)=F1Y 
          if J2=1 then KARI(3,1)=B2T:KARI(3,2)=B2Y:KARI(4,1)=D1T:KARI(4,2)=D1Y 
          if J2=2 then KARI(3,1)=A2T:KARI(3,2)=A2Y:KARI(4,1)=C1T:KARI(4,2)=C1Y 
         end if 
         ' MT,MY_kime 
         if HANTY=1 then MT=KARI(1,1):MY=KARI(1,2) else 
MT=KARI(2,1):MY=KARI(2,2) 
         ' hantei 
         CHTY=3:GOSUB *BUNDANCH 
         if FBUNDAN=1 then H(MT,MY)=-1:CH(MT,MY)=1:FKZ=1: RETURN 
         H(KARI(3,1),KARI(3,2))=1: H(KARI(4,1),KARI(4,2))=1  ' kari_oki 
         KT=KARI(3,1):KY=KARI(3,2):JYG=0:KAKUDAITYPE=2:BNSTART=0: 
         GOSUB *KAKUDAISYORI 
         H(KARI(3,1),KARI(3,2))=0: H(KARI(4,1),KARI(4,2))=0  ' modosi 
         SESYCASE=5:GOSUB *DBHMAKE 
         Z1=KARI(1,1):Z2=KARI(1,2):GOSUB *DBLHAN: FDBL1=FDBL 
         Z1=KARI(2,1):Z2=KARI(2,2):GOSUB *DBLHAN: FDBL2=FDBL 
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         if (FDBL1=1)AND(FDBL2=1) then H(MT,MY)=-1:CH(MT,MY)=1:FKZ=1: RETURN 
        NEXT I2 
       end if 
      NEXT J2 
     end if 
    NEXT T 
   end if 
  NEXT I 
  RETURN 
  :: 
  *DOKETWODATA 
    if TY=1 then 
     A2T=A1T:A2Y=A1Y+1:B2T=B1T:B2Y=B1Y+1: C1T=A1T+1:C1Y=A1Y 
     C2T=A1T+1:C2Y=A1Y+1:D1T=A1T+1:D1Y=B1Y:D2T=A1T+1:D2Y=B1Y+1 
    else     ' TY=2 
     A2T=A1T+1:A2Y=A1Y:B2T=B1T+1:B2Y=B1Y: C1T=A1T:C1Y=A1Y+1 
     C2T=A1T+1:C2Y=A1Y+1:D1T=B1T:D1Y=B1Y+1:D2T=B1T+1:D2Y=B1Y+1 
    end if 
    A1$=D$(A1T,A1Y):A2$=D$(A2T,A2Y):B1$=D$(B1T,B1Y):B2$=D$(B2T,B2Y) 
    C1$=D$(C1T,C1Y):C2$=D$(C2T,C2Y):D1$=D$(D1T,D1Y):D2$=D$(D2T,D2Y) 
    RETURN 
    :: 
*HGSUSUMESYORI 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' 
  FOR W=1 TO HKRNB: FOR I9=1 TO HSYNLT(W,0,0) 
   W1=HSYNLT(W,I9,1):W2=HSYNLT(W,I9,2) 
   ' tekiyo_sirabe 
   SV=W:SESYCASE=2:GOSUB *DBHMAKE: MT=W1:MY=W2:GOSUB *ITICH 
   if ITISU>=1 then 
    SMTYPE=1:STN=0:ST=W1:SY=W2: CSSU=2:GOSUB *KRSUSUME 
    if (FBUNDAN=1)AND(SMN>=3) then H(W1,W2)=-1:CH(W1,W2)=1:FKZ=1: RETURN 
   end if 
  NEXT I9,W 
  RETURN 
  :: 
*KAKUDAILIST3 
  MOTOHKRNB=HKRNB 
  GOSUB *DOKEI3KUMINB 
  GOSUB *HGTWONBLIST 
  GOSUB *SPECIALIST 
  ' tuika 
  GOSUB *TUIKAPAIRLT 
  RETURN 
  :: 
*DOKEI3KUMINB 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A( hen_sesyoku ) 
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  FOR H=1 TO 4:FOR R=2 TO GN-3 
   GOSUB *HENDATA: DD=fnD2(H):A$=H1$:B$=H3$ 
   MQT=H5T:MQY=H5Y:GOSUB *MAWARIMASU 
   if (NAKN=4)and(H5=1)and(H7$=A$)and(H9$=B$)and(A$<>B$) then 
    GOSUB *NARABISYORI 
    ' hantei 
    if H(KT,KY)<>-1 then SYOTY=1:ZOKATY=1:GOSUB *HKRNBADDSYO 
   end if 
  NEXT R,H 
  ' case_B( general ) 
  FOR TY=1 TO 2:FOR I2=1 TO 2 
   if I2=1 then DD=fnD1(TY):SIR=1:LIR=GN-4 else DD=fnD3(TY):SIR=5:LIR=GN 
   FOR IG=2 TO GN-1:FOR IR=SIR TO LIR 
    GOSUB *DOKEI3KUMIDATA 
    if (NAKN=4)and(H5=1)and(H7$=A$)and(H9$=B$)and(A$<>B$) then 
     GOSUB *HENSESYOCH 
     if FGO=1 then 
      GOSUB *NARABISYORI 
      if H(KT,KY)<>-1 then SYOTY=2:ZOKATY=2:GOSUB *HKRNBADDSYO 
     end if 
    end if 
  NEXT IR,IG,I2,TY 
  ' case_C( heiko-MS ) 
  FOR TY=1 TO 2:FOR I2=1 TO 2 
   if I2=1 then DD=fnD1(TY):SIR=0:LIR=GN-4 else DD=fnD3(TY):SIR=5:LIR=GN+1 
   FOR IG=2 TO GN-1:FOR IR=SIR TO LIR 
    GOSUB *DOKEI3KUMIDATA: HV=H(H5T+2*ZT(DD),H5Y+2*ZY(DD)) 
    ' case_C1 
    if (HV=1)and(NAKN=4)and(H5=1)and(H7$=A$)and(H9$=B$)and(A$<>B$) then 
     GOSUB *HENSESYOCH 
     if FGO=1 then 
      KT=Q1T:KY=Q1Y: PT=H1T:PY=H1Y:QT=H7T:QY=H7Y 
      if H(KT,KY)<>-1 then SYOTY=1:ZOKATY=2:GOSUB *HKRNBADDSYO2 
      KT=R1T:KY=R1Y: PT=H3T:PY=H3Y:QT=H9T:QY=H9Y 
      if H(KT,KY)<>-1 then SYOTY=1:ZOKATY=2:GOSUB *HKRNBADDSYO2 
     end if 
    end if 
    ' case_C2 
    if (HV=1)and(NAKN=4)and(H5V=1)and(A$=B$)and(H7$=H9$)and(A$<>H7$) then 
     GOSUB *HENSESYOCH 
     if FGO=1 then 
      KT=Q1T:KY=Q1Y: PT=H1T:PY=H1Y:QT=H7T:QY=H7Y 
      if (H(KT,KY)<>-1)and(H(R1T,R1Y)=1) then SYOTY=1:ZOKATY=2:GOSUB 
*HKRNBADDSYO2 
      KT=R1T:KY=R1Y: PT=H3T:PY=H3Y:QT=H9T:QY=H9Y 
      if (H(KT,KY)<>-1)and(H(Q1T,Q1Y)=1) then SYOTY=1:ZOKATY=2:GOSUB 
*HKRNBADDSYO2 
     end if 
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    end if 
  NEXT IR,IG,I2,TY 
  RETURN 
  :: 
  *DOKEI3KUMIDATA 
    if TY=1 then T=IG:Y=IR else T=IR:Y=IG 
    BD=fnD3(DD): H1T=T+HT(DD):H1Y=Y+HY(DD):H3T=T+HT(BD):H3Y=Y+HY(BD) 
    H5T=T+2*ZT(DD):H5Y=Y+2*ZY(DD): A$=D$(H1T,H1Y):B$=D$(H3T,H3Y) 
    H7T=H1T+2*ZT(DD):H7Y=H1Y+2*ZY(DD):H9T=H3T+2*ZT(DD):H9Y=H3Y+2*ZY(DD) 
    H5=H(H5T,H5Y): H7$=D$(H7T,H7Y):H9$=D$(H9T,H9Y) 
    Q1T=T+2*HT(DD):Q1Y=Y+2*HY(DD):R1T=T+2*HT(BD):R1Y=Y+2*HY(BD) 
    MQT=H5T:MQY=H5Y:GOSUB *MAWARIMASU 
    RETURN 
    :: 
  *HENSESYOCH 
    FGO=0 
    if (TY=1)and((Y=0)or(Y=GN+1)) then FGO=1: RETURN 
    if (TY=2)and((T=0)or(T=GN+1)) then FGO=1: RETURN 
    if H(T,Y)=1 then   ' jyoken_1 
     Z1=T:Z2=Y: SESYCASE=2:VS=1:GOSUB *SESYOKUCH 
     if FDBL=1 then FGO=1: RETURN 
    end if 
    ' jyoken_2 
    Z1=H1T:Z2=H1Y:SESYCASE=1:SV=1:GOSUB *SESYOKUCH: ADBL=FDBL:AVI=VI 
    Z1=H3T:Z2=H3Y:SESYCASE=1:SV=1:GOSUB *SESYOKUCH: BDBL=FDBL:BVI=VI 
    if (ADBL=1)and(BDBL=1)and(AVI<>BVI) then FGO=1 
    RETURN 
    :: 
  *NARABISYORI 
    PT=H7T:PY=H7Y:QT=H9T:QY=H9Y:KT=H5T:KY=H5Y: P$=D$(PT,PY):Q$=D$(QT,QY) 
    WHILE (H(PT,PY)=0)and(H(QT,QY)=0)and(H(KT,KY)=1)and(P$=A$)and(Q$=B$) 
     OPT=PT:OPY=PY:OQT=QT:OQY=QY 
     PT=PT+2*ZT(DD):PY=PY+2*ZY(DD):QT=QT+2*ZT(DD):QY=QY+2*ZY(DD) 
     KT=KT+2*ZT(DD):KY=KY+2*ZY(DD): P$=D$(PT,PY):Q$=D$(QT,QY) 
    WEND 
    PT=OPT:PY=OPY:QT=OQT:QY=OQY 
    RETURN 
    :: 
  *HKRNBADDSYO2 
    ' -- par. SYOTY,ZOKATY, KT,KY,PT,PY,QT,QY -- 
    if H(KT,KY)=1 then 
     Z1=KT:Z2=KY:GOSUB *SEKRNBCH 
     if FDBL=1 then KRNBLT(VI,0,1)=1 
     ' 
     GOSUB *HKRNBADD 
    end if 
    if H(KT,KY)=0 then 
     if SYOTY=1 then GOSUB *KRMS0SAKUSEI 
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     if SYOTY=2 then GOSUB *HGKRMS0SAKUSEI 
    end if 
    RETURN 
    :: 
*HGTWONBLIST 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A 
  FOR I=1 TO HTWONBN-1:FOR J=I+1 TO HTWONBN 
   AT=HTNLT(I,1,1):AY=HTNLT(I,1,2):BT=HTNLT(I,2,1):BY=HTNLT(I,2,2) 
   CT=HTNLT(J,1,1):CY=HTNLT(J,1,2):DT=HTNLT(J,2,1):DY=HTNLT(J,2,2) 
   if (H(AT,AY)=0)AND(H(CT,CY)=0) then 
    FOR W=1 TO KRNB 
     if KRNBLT(W,0,1)=0 then 
      V=W:MT=AT:MY=AY 
      FOR I2=1 TO 2 
       if I2=1 then PT=CT:PY=CY else PT=DT:PY=DY 
       GOSUB *SESYPAIR: WGO=FGO:APT=PT:APY=PY 
       if WGO=1 then 
        FOR U=1 TO KRNB 
         if (W<>U)AND(KRNBLT(U,0,1)=0) then 
          V=U:MT=BT:MY=BY 
          if I2=1 then PT=DT:PY=DY else PT=CT:PY=CY 
          GOSUB *SESYPAIR: UGO=FGO:BPT=PT:BPY=PY 
          if UGO=1 then 
           ' KRNB => HKRNB_henka 
           ZOKATY=2:PJ=W:J1T=AT:J1Y=AY:J2T=APT:J2Y=APY:GOSUB *NEWHKRNB 
           ZOKATY=2:PJ=U:J1T=BT:J1Y=BY:J2T=BPT:J2Y=BPY:GOSUB *NEWHKRNB 
          end if 
         end if 
        NEXT U 
       end if 
      NEXT I2 
     end if 
    NEXT W 
   end if 
  NEXT J,I 
  ' case_B 
  MHKRNB=0 
  WHILE MHKRNB<HKRNB 
   MHKRNB=HKRNB 
   FOR I=1 TO HTWONBN 
    DD=HTNLT(I,0,0): if (DD MOD 2)=1 then D1=4:D2=2 else D1=1:D2=3 
    AT=HTNLT(I,1,1):AY=HTNLT(I,1,2):BT=HTNLT(I,2,1):BY=HTNLT(I,2,2) 
    MT=AT+ZT(DD):MY=AY+ZY(DD) 
    K1T=MT+ZT(D1):K1Y=MY+ZY(D1):K2T=MT+2*ZT(D2):K2Y=MY+2*ZY(D2) 
    if (H(AT,AY)=0)AND(H(K1T,K1Y)=1)AND(H(K2T,K2Y)=1) then 
     CT=AT+2*ZT(DD):CY=AY+2*ZY(DD): DT=BT+2*ZT(DD):DY=BY+2*ZY(DD) 
     TWOLG=0:DM=DD:ST=CT:SY=CY:PT=DT:PY=DY:GOSUB *ITNARABI2 
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     if TWOLG>=2 then 
      ET=CT+(TWOLG-1)*ZT(DD):EY=CY+(TWOLG-1)*ZY(DD) 
      FT=DT+(TWOLG-1)*ZT(DD):FY=DY+(TWOLG-1)*ZY(DD) 
      ' hantei 
      SESYCASE=1:VS=1:Z1=ET:Z2=EY:GOSUB *SESYOKUCH: EDBL=FDBL 
      SESYCASE=1:VS=1:Z1=FT:Z2=FY:GOSUB *SESYOKUCH: FDBL=FDBL 
      if (EDBL=1)AND(FDBL=1) then 
       KT=K1T:KY=K1Y:PT=AT:PY=AY:QT=CT:QY=CY: SYOTY=2: 
       GOSUB *HKRNBADDSYO 
       KT=K2T:KY=K2Y:PT=BT:PY=BY:QT=DT:QY=DY: SYOTY=2: 
       GOSUB *HKRNBADDSYO 
      end if 
     end if 
    end if 
   NEXT I 
  WEND 
  ' case_C 
  FOR I=1 TO DKTWON 
   TY=DKTWOLT(I,0): DKTY=DKTWOLT(I,5) 
   A1T=DKTWOLT(I,1):A1Y=DKTWOLT(I,2):B1T=DKTWOLT(I,3):B1Y=DKTWOLT(I,4) 
   if (H(A1T,A1Y)=0)and(DKTY=2) then 
    GOSUB *DOKETWODATA 
    FGO=0: ' hantei 
    if (TY=1)AND(A2Y+2=B1Y) then FGO=1:E1T=A1T-1:E1Y=A2Y+1:E2T=A1T+2:E2Y=E1Y 
    if (TY=2)AND(A2T+2=B1T) then FGO=1:E1T=A2T+1:E1Y=A1Y-1:E2T=E1T:E2Y=A1Y+2 
    FOR I2=1 TO 2 
     if I2=1 then 
      KT=E1T:KY=E1Y:   
      M1T=C1T:M1Y=C1Y:M2T=D2T:M2Y=D2Y:PT=A2T:PY=A2Y:QT=B1T:QY=B1Y 
     else 
      KT=E2T:KY=E2Y:  
      M1T=A1T:M1Y=A1Y:M2T=B2T:M2Y=B2Y:PT=C2T:PY=C2Y:QT=D1T:QY=D1Y 
     end if 
     if (FGO=1)AND(H(KT,KY)<>-1) then 
      Z1=M1T:Z2=M1Y:SESYCASE=1:VS=1:GOSUB *SESYOKUCH: FDBL1=FDBL 
      Z1=M2T:Z2=M2Y:SESYCASE=1:VS=1:GOSUB *SESYOKUCH: FDBL2=FDBL 
      if (FDBL1=1)AND(FDBL2=1) then SYOTY=1:ZOKATY=2:GOSUB *HKRNBADDSYO 
     end if 
    NEXT I2 
   end if 
  NEXT I 
  RETURN 
  :: 
*SPECIALIST 
  ATI=-1:GOSUB *SOTOWAKUTI 
  ' case_A 
  FOR H=1 TO 4:FOR R=3 TO GN-2 
   GOSUB *HENDATA 
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   R3=H(R3T,R3Y):R5=H(R5T,R5Y): R3$=D$(R3T,R3Y):R5$=D$(R5T,R5Y) 
   if (H1=1)AND(H3=0)AND(H5=0)AND(R3=0)AND(R5=0)AND(H3$=R3$)AND(H5$=R5$) 
then 
    PT=H5T+2*ZT(D1):PY=H5Y+2*ZY(D1): RT=R5T+2*ZT(RD):RY=R5Y+2*ZY(RD) 
    if (PT>=1)AND(PT<=GN)AND(PY>=1)AND(PY<=GN) then 
     if (H(PT,PY)=1)AND(H9=1) then 
      ZOKATY=1: Z1=PT:Z2=PY:GOSUB *SEKRNBCH 
      if FDBL=1 then PJ=VI:J1T=H3T:J1Y=H3Y:J2T=H5T:J2Y=H5Y:GOSUB *NEWHKRNB 
     end if 
    end if 
    if (RT>=1)AND(RT<=GN)AND(RY>=1)AND(RY<=GN) then 
     if (H(RT,RY)=1)AND(H(R9T,R9Y)=1) then 
      ZOKATY=1: Z1=RT:Z2=RY:GOSUB *SEKRNBCH 
      if FDBL=1 then PJ=VI:J1T=R3T:J1Y=R3Y:J2T=R5T:J2Y=R5Y:GOSUB *NEWHKRNB 
     end if 
    end if 
   end if 
  NEXT R,H 
  ' case_B 
  FOR W=1 TO KRNB 
   if (KRNBLT(W,0,1)=0)AND(KRNBLT(W,0,0)>=2)AND(SYNLT(W,0,0)>=2) then 
    FOR I9=1 TO KRNBLT(W,0,0)-1:FOR J9=I9+1 TO KRNBLT(W,0,0) 
    CT=KRNBLT(W,I9,1):CY=KRNBLT(W,I9,2): DT=KRNBLT(W,J9,1):DY=KRNBLT(W,J9,2) 
    if (ABS(CT-DT)=1)AND(ABS(CY-DY)=1) then 
     FOR DD=1 TO 4 
      if (CT+HT(DD)=DT)AND(CY+HY(DD)=DY) then DM=DD: EXIT FOR 
     NEXT DD 
     FOR I2=1 TO 2 
     if I2=1 then D1=FND1(DM) else D1=FND3(DM) 
     AT=CT+HT(D1):AY=CY+HY(D1):BT=DT+HT(D1):BY=DY+HY(D1) 
     PT=CT+2*HT(D1):PY=CY+2*HY(D1):QT=DT+2*HT(D1):QY=DY+2*HY(D1) 
     if (PT>=1)AND(PT<=GN)AND(PY>=1)AND(PY<=GN) then 
     if (QT>=1)AND(QT<=GN)AND(QY>=1)AND(QY<=GN) then 
      AV=H(AT,AY):BV=H(BT,BY): A$=D$(AT,AY):B$=D$(BT,BY) 
      if (AV=0)AND(BV=0)AND(H(PT,PY)=1)AND(H(QT,QY)=1) then 
       ' case_B1,B2 
       FOR CASETY=1 TO 2 
        Z1=PT:Z2=PY 
        if CASETY=1 then GOSUB *SEKRNBCH else SESYCASE=2:VS=1:GOSUB 
*SESYOKUCH 
        MDBL=FDBL: U=VI 
        if (MDBL=1)AND(U<>W) then 
         KARIN=0: ' KARI()_sakusei 
         MTY=1:Z1=AT:Z2=AY:GOSUB *JYGAITOROKU 
               Z1=BT:Z2=BY:GOSUB *JYGAITOROKU 
         MTY=2:Z1=AT:Z2=AY:GOSUB *JYGAITOROKU 
               Z1=BT:Z2=BY:GOSUB *JYGAITOROKU 
         if KARIN>=2 then 
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          CHTY=2: GOSUB *BUNDANCH 
          if FBUNDAN=1 then 
           if CASETY=1 then GOSUB *KRNBKETUGO 
           if CASETY=2 then 
            ZOKATY=2:PJ=W:J1T=AT:J1Y=AY:J2T=BT:J2Y=BY: GOSUB *NEWHKRNB 
           end if 
           GOTO *ENDI2 
          end if 
         end if 
        end if 
       NEXT CASETY 
      end if 
     end if 
     end if 
     NEXT I2 
     *ENDI2 
    end if 
    NEXT J9,I9 
   end if 
  NEXT W 
  ' case_C 
  FOR TY=1 TO 2: FOR IG=1 TO GN 
   GOSUB *BLITISU 
   FOR BI=1 TO BLITSU 
    if ITI(BI,0,0)=2 then 
     AT=ITI(BI,1,1):AY=ITI(BI,1,2):BT=ITI(BI,2,1):BY=ITI(BI,2,2) 
     Z1=AT:Z2=AY:GOSUB *SEHKR: DBL1=FDBL:W1=VI 
     Z1=BT:Z2=BY:GOSUB *SEHKR: DBL2=FDBL:W2=VI 
     if (DBL1=1)and(DBL2=1) then 
      SV=W1:SESYCASE=2:GOSUB *DBHMAKE: MT=AT:MY=AY:GOSUB *ITICH 
      ANITISU=NITISU:AKT=UT:AKY=UY 
      SV=W2:SESYCASE=2:GOSUB *DBHMAKE: MT=BT:MY=BY:GOSUB *ITICH 
      BNITISU=NITISU:BKT=UT:BKY=UY 
      if (ANITISU=1)and(BNITISU=1) then 
       Z1=AKT:Z2=AKY:GOSUB *SEKRNBCH: ADBL=FDBL:W=VI 
       Z1=BKT:Z2=BKY:GOSUB *SEKRNBCH: BDBL=FDBL:U=VI 
       if (ADBL=1)and(BDBL=1)and(W<>U) then 
        FOR I9=1 TO SYNLT(W,0,0):FOR J9=1 TO SYNLT(U,0,0) 
         CT=SYNLT(W,I9,1):CY=SYNLT(W,I9,2):DT=SYNLT(U,J9,1):DY=SYNLT(U,J9,2) 
         if ((AT<>CT)or(AY<>CY))and((BT<>DT)or(BY<>DY)) then 
         if ((CT=DT)or(CY=DY))and(D$(CT,CY)=D$(DT,DY)) then 
          Z1=CT:Z2=CY:GOSUB *SEHKR: DBL3=FDBL 
          Z1=DT:Z2=DY:GOSUB *SEHKR: DBL4=FDBL 
          if (DBL3=1)and(DBL4=1) then 
           ZOKATY=2:PJ=W:J1T=AT:J1Y=AY:J2T=CT:J2Y=CY:GOSUB *NEWHKRNB 
           ZOKATY=2:PJ=U:J1T=BT:J1Y=BY:J2T=DT:J2Y=DY:GOSUB *NEWHKRNB 
          end if 
         end if 
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         end if 
        NEXT J9,I9 
       end if 
      end if 
     end if 
    end if 
  NEXT BI,IG,TY 
  ' case_D 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
    GOSUB *BLITISU 
    FOR BI=1 TO BLITSU 
     if ITI(BI,0,0)=2 then 
      QAT=ITI(BI,1,1):QAY=ITI(BI,1,2):QBT=ITI(BI,2,1):QBY=ITI(BI,2,2) 
      if TY=1 then 
       K1T=QAT+1:K1Y=QAY-1: K2T=QBT+1:K2Y=QBY+1 
       QCT=QAT+2:QCY=QAY: QDT=QBT+2:QDY=QBY 
      else 
       K1T=QAT-1:K1Y=QAY+1: K2T=QBT+1:K2Y=QBY+1 
       QCT=QAT:QCY=QAY+2: QDT=QBT:QDY=QBY+2 
      end if 
      K1V=H(K1T,K1Y):K2V=H(K2T,K2Y):QCV=H(QCT,QCY):QDV=H(QDT,QDY) 
      if (K1V=1)AND(K2V=1)AND(QCV=0)AND(QDV=0)AND(D$(QCT,QCY)=D$(QDT,QDY)) 
then 
       Z1=K1T:Z2=K1Y:GOSUB *SEKRNBCH: DBL1=FDBL:W=VI 
       Z1=K2T:Z2=K2Y:GOSUB *SEKRNBCH: DBL2=FDBL:U=VI 
       if (DBL1=1)AND(DBL2=1)AND(W<>U) then 
        Z1=QAT:Z2=QAY:GOSUB *SEHKR3: DBLA=FHAN 
        Z1=QBT:Z2=QBY:GOSUB *SEHKR3: DBLB=FHAN 
        Z1=QCT:Z2=QCY:GOSUB *SEHKR3: DBLC=FHAN 
        Z1=QDT:Z2=QDY:GOSUB *SEHKR3: DBLD=FHAN 
        if (DBLA=1)AND(DBLB=1)AND(DBLC=1)AND(DBLD=1) then 
         ZOKATY=2:PJ=W:J1T=QAT:J1Y=QAY:J2T=QCT:J2Y=QCY:GOSUB *NEWHKRNB 
         ZOKATY=2:PJ=U:J1T=QBT:J1Y=QBY:J2T=QDT:J2Y=QDY:GOSUB *NEWHKRNB 
        end if 
       end if 
      end if 
     end if 
    NEXT BI 
  NEXT IG,TY 
  ' case_E 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
   GOSUB *BLITISU 
   FOR BI=1 TO BLITSU 
    ITN=ITI(BI,0,0): IC$=D$(ITI(BI,1,1),ITI(BI,1,2)) 
    if ITN>=3 then 
     GOSUB *ITIBDANCH     ' bundan_check 
     if MHENSU>=2 then 
      FOR I9=1 TO ITN-1 
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       PT=ITI(BI,I9,1):PY=ITI(BI,I9,2):QT=ITI(BI,I9+1,1):QY=ITI(BI,I9+1,2) 
       if (ABS(PT-QT)+ABS(PY-QY))=2 then 
        ' jyoken_check 
        FOR IK=1 TO I9: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK   ' kari_oki 
        FOR IK=I9+1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=-1: NEXT IK 
        KAKUDAITYPE=1:ST=PT:SY=PY:GOSUB *KAKUDAISYORI: PHSU=HENSU 
        FOR IK=1 TO I9: H(ITI(BI,IK,1),ITI(BI,IK,2))=-1: NEXT IK  ' kari_oki 
        FOR IK=I9+1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=1: NEXT IK 
        KAKUDAITYPE=1:ST=QT:SY=QY:GOSUB *KAKUDAISYORI: QHSU=HENSU 
        FOR IK=1 TO ITN: H(ITI(BI,IK,1),ITI(BI,IK,2))=0: NEXT IK  ' modosi 
        if (PHSU>=1)and(QHSU>=1) then 
         FOR I2=1 TO 2 
          if I2=1 then D1=TY:D2=FND1(TY) else D1=FND1(TY):D2=TY 
          UT=PT+HT(D1):UY=PY+HY(D1): RT=PT+HT(D2):RY=PY+HY(D2) 
          if (H(UT,UY)=1)AND(H(RT,RY)<>1) then 
           Z1=UT:Z2=UY:GOSUB *SEKRNBCH 
           if H(RT,RY)=0 then JN=3:J3T=RT:J3Y=RY 
           PJ=VI: ZOKATY=2:J1T=PT:J1Y=PY:J2T=QT:J2Y=QY:GOSUB *NEWHKRNB 
           JN=2 
          end if 
         NEXT I2 
        end if 
       end if 
      NEXT I9 
     end if 
    end if 
   NEXT BI 
  NEXT IG,TY 
  RETURN 
  :: 
  *TUIKAPAIRLT 
    W=MOTOHKRNB+1: WHILE W<=HKRNB-1 
    U=1: WHILE U<=HKRNB 
    if U<>W then 
     WTY=HKRSYTY(W):WHKB=HKRNBLT(W,0,0): 
     UTY=HKRSYTY(U):UHKB=HKRNBLT(U,0,0) 
     if ((WTY=1)or((WTY=2)and(WHKB>=1)))and((UTY=1)or((UTY=2)and(UHKB>=1))) then 
      FOR I9=1 TO HSYNLT(W,0,0):FOR J9=1 TO HSYNLT(U,0,0) 
       PT=HSYNLT(W,I9,1):PY=HSYNLT(W,I9,2):     
       QT=HSYNLT(U,J9,1):QY=HSYNLT(U,J9,2) 
       if ((PT=QT)or(PY=QY))and(D$(PT,PY)=D$(QT,QY)) then 
        ' kyori-wake_syori 
        if (abs(PT-QT)=2)or(abs(PY-QY)=2) then VN=2:GOSUB *KYORI2HKRNBZOKA 
        if (abs(PT-QT)>=4)or(abs(PY-QY)>=4) then GOSUB *PAIRSR2SYO 
        if FKZ=1 then RETURN 
       end if 
      NEXT J9,I9 
     end if 
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    end if 
    U=U+1: WEND 
    W=W+1: WEND 
    RETURN 
    :: 
  *SESYPAIR 
    ' -- par. V, MT,MY,PT,PY -- 
    FGO=0:  SV=V:SESYCASE=3:GOSUB *DBHMAKE 
    Z1=MT:Z2=MY:GOSUB *DBLHAN: MDBL=FDBL 
    Z1=PT:Z2=PY:GOSUB *DBLHAN: PDBL=FDBL 
    if (MDBL=1)AND(PDBL=1) then FGO=1 
    RETURN 
    :: 
  *SEHKR 
    ' -- par. Z1,Z2 -- 
    if (Z1=1)OR(Z1=GN)OR(Z2=1)OR(Z2=GN) then FDBL=1:VI=0: RETURN 
    SESYCASE=1:VS=1:GOSUB *SESYOKUCH 
    RETURN 
    :: 
  *SEHKR3 
    ' -- par. Z1,Z2 -- 
    FHAN=0 
    if (Z1=1)OR(Z1=GN)OR(Z2=1)OR(Z2=RN) then FHAN=1: RETURN 
    SESYCASE=1:VS=1:GOSUB *SESYOKUCH 
    if FDBL=1 then FHAN=1: RETURN 
    HGTY=0:SMTYPE=1:ST=Z1:SY=Z2:STN=0: CSSU=2:GOSUB *KRSUSUME 
    if FBUNDAN=1 then FHAN=1 
    RETURN 
    :: 
*AKIMASUSU 
  AKIMN=0 
  FOR I=1 TO GN:FOR J=1 TO GN 
    if H(I,J)=0 then AKIMN=AKIMN+1 
  NEXT J,I 
  AKIHIRITU=AKIMN/(GN*GN) 
  RETURN 
  :: 
*MUARICH 
  ' check_1 
  FOR TY=1 TO 2:FOR IG=1 TO GN 
   FOR Q=1 TO 20 
    ITISRN=0 
    FOR IR=1 TO GN 
     if TY=1 then T=IG:Y=IR else T=IR:Y=IG    
     A$=D$(T,Y):GOSUB *ITIMOJISU 
     if (H(T,Y)=-1)and(MJBAN=Q) then ITISRN=ITISRN+1 
    NEXT IR 
    if ITISRN>=2 then FMU=1: RETURN 
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  NEXT Q,IG,TY 
  ' check_2( ban_bundan ) 
  ATI=-1:GOSUB *SOTOWAKUTI 
  FOR I=1 TO GN:FOR J=1 TO GN: CHSYO(I,J)=0: NEXT J,I 
  ' 
  FOR T=1 TO GN:FOR Y=1 TO GN 
   if (H(T,Y)=1)and(CHSYO(T,Y)=0) then 
    ' case_A 
    KNTYPE=0:ST=T:SY=Y:GOSUB *KURONARABI 
    FBUNDAN=0:FHPZ=0:GOSUB *CHECKSYORI 
    if FBUNDAN=1 then FMU=1: RETURN 
    ' CHSYO()=1_ka 
    FOR IK=1 TO KNB: CHSYO(KNB(IK,1),KNB(IK,2))=1: NEXT IK 
    ' case_B 
    if LEVEL=3 then 
     KAKUDAITYPE=1:BNSTART=0:ST=T:SY=Y:GOSUB *KAKUDAISYORI 
     if HENSU>=2 then FMU=1: RETURN 
     ' CHSYO()=1_ka 
     FOR IK=1 TO KNB: CHSYO(KNB(IK,1),KNB(IK,2))=1: NEXT IK 
    end if 
   end if 
  NEXT Y,T 
  RETURN 
  :: 
*MUJYUNSYORI 
  FMSTOP=0 
  if FMUSY=0 then 
   FMUSY=1 
   ' hikae_TOru 
   FOR I=1 TO GN:FOR J=1 TO GN: MSH(I,J)=H(I,J)  : NEXT J,I 
   FOR I=1 TO GN:FOR J=1 TO GN: MSCH(I,J)=CH(I,J): NEXT J,I 
   ' koho-list_sakusei 
   GOSUB *KOHOLIST 
   ' atai_set 
   KVA=1: GOSUB *ATAISET 
  else           ' FMUSY=1 
   ' hikae_modosu 
   FOR I=1 TO GN:FOR J=1 TO GN: H(I,J)=MSH(I,J)  : NEXT J,I 
   FOR I=1 TO GN:FOR J=1 TO GN: CH(I,J)=MSCH(I,J): NEXT J,I 
   ' mujyun_ari? 
   if FMU=1 then 
    FMUSY=0 
    ' atai_set 
    T=KHL(KVA,1):Y=KHL(KVA,2) 
    H(T,Y)=-KHL(KVA,3): CH(T,Y)=1 
   else    ' FMU=0 
    KVA=KVA+1 
    if KVA>KHN then FMSTOP=1 else GOSUB *ATAISET 
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   end if 
  end if 
  RETURN 
  :: 
  *ATAISET 
    ' -- par. KVA -- 
    T=KHL(KVA,1):Y=KHL(KVA,2):ATI=KHL(KVA,3) 
    ' set 
    H(T,Y)=ATI: CH(T,Y)=1 
    RETURN 
    :: 
*KOHOLIST 
  KHN=0 
  if AKIHIRITU<0.05 then 
   GOSUB *AKIMSLIST 
  else 
   GOSUB *KHL1LIST 
   GOSUB *KHL2LIST 
   GOSUB *AKIMSLIST 
  end if 
  RETURN 
  :: 
  *KHL1LIST 
    FOR TY=1 TO 2:FOR IG=1 TO GN 
     GOSUB *BLITISU 
     FOR BI=1 TO BLITSU:FOR IQ=1 TO ITI(BI,0,0) 
      KHN=KHN+1: KHL(KHN,1)=ITI(BI,IQ,1):KHL(KHN,2)=ITI(BI,IQ,2):KHL(KHN,3)=-1 
     NEXT IQ,BI 
    NEXT IG,TY 
    RETURN 
    :: 
  *KHL2LIST 
    FOR W=1 TO HKRNB:FOR I9=1 TO HSYNLT(W,0,0) 
     T=HSYNLT(W,I9,1): Y=HSYNLT(W,I9,2) 
     MQT=T:MQY=Y:GOSUB *MAWARIMASU 
     if (AKN>=1)or(NKRN>=2)or(NAKN>=1) then 
      KHN=KHN+1: KHL(KHN,1)=T:KHL(KHN,2)=Y:KHL(KHN,3)=1 
     end if 
    NEXT I9,W 
    RETURN 
    :: 
  *AKIMSLIST 
    FOR T=1 TO GN:FOR Y=1 TO GN 
     if H(T,Y)=0 then 
      FOR ATI=-1 TO 1 STEP 2 
       FDBL=0 
       FOR DC=1 TO KHN 
        if (T=KHL(DC,1))and(Y=KHL(DC,2))and(ATI=KHL(DC,3)) then FDBL=1:EXIT FOR 
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       NEXT DC 
       if FDBL=0 then KHN=KHN+1: KHL(KHN,1)=T:KHL(KHN,2)=Y:KHL(KHN,3)=ATI 
      NEXT ATI 
     end if 
    NEXT Y,T 
    RETURN 














   レベル1 レベル2 レベル3 計 
 Easy 43 6  49 
 Medium 16 47 8 71 
 Hard 3 28 47 78 
 例えば、｢Easy｣の問題は198題の中で49題あり、その内「レベル１」で解けたものが43題、
「レベル２」で解けたものが６題であった。 








   Part1     Part2     Part3   
レベル 1 2 3 計 1 2 3 計 1 2 3 計 
Easy 42 5   47 1 1  2      0 
Medium 5 16 2 23 11 29 6 46  2   2 














 例えば、命題4 2）では、使われた２つの黒マス輪の長さを足したものを使う。 
 レベルをアップする合計点を決めるため、問題を解いて得られた結果をつぎに示す。 
  ○「Medium」の63題             ○ ｢Hard｣の31題 
  ポイント 度数     ポイント 度数   
 区分 レベル１ レベル２  区分 レベル１ レベル２ 
  0 ～ 4 16 38   0 ～ 4 1 12 
  5 ～  9 - 6   5 ～  9 1 9 
 10 ～ 19 - 3  10 ～ 19 1 5 
 計 16 47  20 ～ - 2 
     計 3 28 
 ① アップ合計点は、度数分布表のある区分の開始値（切りのよい値）とする。 
 ② ・アップ合計点を５とすると、 
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   適合率が悪くなる：Mdの９題  適合率がよくなる：Hdの18題 
   ・アップ合計点を10とすると、 






   レベル1 レベル2 レベル3 計 
 Easy 43 6  49 
 Medium 16 44 11 71 
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